WARNING! 


THIS 5 YOUR 
LAST ISSUE! 


If you're currently a subscriber, your subscription is concluding with 
this issue - no matter whether you first signed up as a subscriber a year 
ago or just joined the Force recently, everyone's now at the end of NF 
Magazine's Year 1. 


So it's time to renew! If you'd like to continue getting new issues of NF 
Magazine delivered through the rest of 2014, it's time for you to take 
action and let us know that you're going to stay on this journey with us 
for another year. NF Magazine's Year 2 Subscriptions are available now! 


How can you renew? We've decided to organize Year 2 Subscriptions 
through a Kickstarter campaign, for a number of reasons. First, it helps 
offset risk – offering print editions of a magazine is a risky business, and 
we know how much money is needed to be able to print, package and 
mail another year's worth of issues. That's the funding goal for the 
Kickstarter campaign - once we hit that mark, we know we're secured to 
be able to keep doing what we've been doing for another year. 


Second, Kickstarter offers us the unique opportunity to set defined 
stretch goals above and beyond the bottom-line funding goal - and if we 
hit those, too, we'll be able to enhance our Year 2 issues by including 
bonuses like posters, and also be able to fuel production budgets to help 
each issue be the best that it can be. Thus far, every member of the 
Nintendo Force has been working pro-bono - producing the great 
content of this magazine with no compensation, solely working to keep 
the legacy of Nintendo Power alive. I'd love to pay this amazing team! 


TIME TO RENEW! SS 


YEAR 2 SUBSCRIPTIONS 


HE MAGAZINE 


KICKSTARTER 


Thirdly, Kickstarter is an amazing platform for getting the word out 
about any kind of creative project - and there are still thousands upon 
thousands of Nintendo fans out there who haven't heard about us! There 
are people who are still sulking, bummed that Nintendo Power got 
canceled over a year ago now, and who just don't know that there's a 
new team carrying the torch forward today. Kickstarter is a signal 
booster to reach out to more of those people, and new fans will be able 
to sign up for Year 2 Subscriptions using this same campaign page. 


And that's the last reason to go to Kickstarter - simple organization. 
There are thousands of you out there now, and having everyone go 
through this process and pick which type of subscription you want for 
the year ahead helps us get everyone organized, make sure everyone's 
mailing addresses are up-to-date and all of that unglamorous behind- 
the-scenes stuff. 


So please, sign up for NF Magazine's Year 2! You don't want to miss 
what we've got planned for Issue 48 and beyond, and this is the way 
you'll be able to keep going with us through 2014 (or, if you're new, to 
join us for the first time)! Thank you all so much for your support 
throughout Year 1. Stick with us now, won't you? 


Visit NFMagazine.com for more details and the 
link to the Kickstarter campaign page. Go for it! 


WEBSITE REDESIGN 


Have you seen the all-new NFMagazine.com yet? Our long-awaited 
website redesign rolled out in December and added much more func- 
tionality to our Internet presence. Now we can actually post content on 


our main page! Progress! 


In addition to new main 
page blog posts several 
times a week (keeping you 
updated оп everything 
NF) we've also totally 
revamped our online shop 
and created a whole new 
series of "Look Inside" 
features that let you 
check out sample pages 
from back issues you may 
have missed. 


We've also just launched 
a new podcast! The NF 
Show starring our own 
Evan Campbell and new 
Force team member Noah 
Ward has begun. Check 
out the new site for more 
details! 


NFMagazine.com 


SUBSCRIBE MEET THE FORCE FORCE FAQ THE NF STORE 


THE NEW NFMAGAZINE.COM 


$ 


LUCAS М. THOMAS 
act 


“Just look at that disrespectful cover 
; : А 
- that hornhead’s helmet is covering 
up my name! How are these whipper- 
ade ina supposed to know that 
I’m the real star of this issue, huh?" 


= 
SHOVEL 
KNIGHT) 
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Getting a Fresh Start 


"New Beginnings" – what better time could there 
be to tackle such a topic than in the first new issue 
of a new year? The days and weeks after the 
calendar flips into January are always filled with 
that familiar refrain — it’s a new year, so everyone 
gets a blank slate. A fresh start! A chance to begin 
again, and do things better this time around. We 
apply that perspective to our lives in a variety of 
ways, often by making resolutions for ourselves 
and setting goals for improvement in our finances, 
our love lives, our health and well-being. But what 
happens when we take the idea of a new begin- 
ning and turn our attention back to the video 
game industry? Specifically, what happens when a 
game developer goes looking for that blank slate, 
that chance to start over somewhere new? Well, 
that's what we're digging into in this issue. Our 
central, titular feature asks the question directly, 
examining the careers of several prominent game 
makers who decided to leave behind the first jobs 
that made them famous and open a new chapter 
in their lives at a new company - and what's 
happened since they made the switch. Our cover 
game, Shovel Knight, comes from a team of devel- 
opers who did just that - Yacht Club Games is a 
studio formed by former employees of 
WayForward, and they've talked with us to give us 
the real dirt on their new old-school adventure. 
Franchise reboots, the first time we saw a next- 
generation system in action, and any other way 
you could conceive of there being a new 
beginning in gaming - it's here for you, 

in our first issue of the new calendar 
year. 


LUCAS M. TMOMAS, EDITOR-IN-CHIEF 
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ISSUE #6: 
NOVEMBER/ 
DECEMBER 2013 


Just as 2013’s holiday 
season got into full 
swing, our final issue of 
the year arrived to help 
all our readers have the 
most multiplayer fun 
possible at all of those 
Christmastime family 
reunions. We then asked 
our readers to answer 
the question "What’s the 
most fun you've ever 
had playing a multi- 
player Nintendo game? 
Here's what you said: 


Peach vs. Peach 


For me, it'd have to be Melee, unsur- 
prisingly. I've lost countless hours 
playing that game with friends and 
family, but the moment that sticks out 
to me the most is when my friend and 
| both managed to get knocked out, 
leaving only two computer-controlled 
Peaches in the arena. Unfortunately, a 
glitch left them doing nothing but 
standing still, slapping each other 
indefinitely. We sat there in awe for 
about ten minutes until one of them 
finally died. - BRYAN K. 


Trick Shots 


It's tough to say what time was the 
"most fun" I’ve ever had playing a 
Nintendo game in multiplayer, 
because Nintendo games are so great 
with family and friends! Local multi- 
player is always a blast and just to 
name a few games, all of the Super 
Smash Bros., Mario Karts and Mario 
Parties are SOOO much more fun 
when you have someone to play with. 
Wii Sports is also great. Whenever I'd 
play Wii Sports Bowling with people, 
we'd always try to roll the ball down 
the lane in fun ways - through the 
legs, backwards, etc. It's always a 
blast. - KEVIN MIDDLETON 


Cousin Time 


The most fun I’ve ever had in a multi- 
player game was when I got New 
Super Mario Bros. Wii for Christmas 
and played it all night with my 
cousins. After years of taking turns 
playing the DS version together, it 
was pure gaming bliss to play with 
four people simultaneously on the big 
screen! - JUSTIN DO 


League Play 


My favorite Nintendo ; M 
moment came from N64's wrestling 
games from AKI/THQ. WCW/nWo 
World Tour, Revenge, then WWF No 
Mercy and WrestleMania 2000. We 
had a league running with about eight 
of us. There was a commissioner who 
set up the matches each week too. 
The commissioner could put up his 
duties on the line so someone else 
could set up matches. Sometimes 
there was collusion. It was the best 
fun we had for five years running. 

- LUIS BARRIOS 


Perfect Moment 


My best friends and | would play 
Super Smash Bros. on the Nintendo 
64. Best friend #1 would be Kirby, 
best friend #2 would play as Samus 
and | would always choose Pikachu. 
For years we would meet every 
Saturday to play at least one round. 
One time, | tossed a Bob-omb into a 
barrel just as Samus was hitting it 
with a Home Run Bat and Kirby was 
smashing it with stone. All the attacks 
hit at the same time, and what | can 
only describe as a loud error horn 
sounded off three times followed by 
an extremely loud explosion that 
encompassed the entire screen and 
blew us away from the arena. That 
was unforgettable and since then we 
have tried to recreate it but have 
been unsuccessful in our efforts. 

- MIGUEL 


College Chaos 

Near the end of my final semester at 
my university, | was hanging out at a 
place that is big hangout for gamers 


Too Much Mario? 


| read your article on hosting tournaments at houses and 
| really enjoyed it! Actually, me and my friends host tour- 
naments yearly. Our longest-standing and most "official" 
is the Mario Party tournament. It started a few years ago 
when | found both Mario Party Advance and Mario 
Party-e online for a steal. We realized between the four of 
us, we had all the Mario Party games out there. So we 
played straight through all of them. By the end, it became 
EXCRUCIATING. Friendships were destroyed and mended 
faster than the tiny cars in Slot Car Derby. But we all 
agreed we still had fun and | even decided to make 
awards and an official keepsake rulebook. Now it's a tra- 
dition that keeps us all in touch even though we're all off 
to colleges and things. - MARTIN SEVENN 

That's awesome, but now we have to know: Does 
your tradition add new installments with each new 
release? We're dying to know how long a 12-game 


Mario Party-thon would take! 


at the school. We were having a blast 
playing multiplayer games, espe- 
cially Pokémon Stadium 1 and 2. We 
were playing all the minigames. 
Near the end of the night, someone 
was trying to get a perfect on Egg 
Emergency and when the person got 
the perfect, it was pandemonium. 
That was easily one of the best 
moments | have had with playing 
Nintendo multiplayer game. Thanks 
for coming back in full force. | love 
reading each issue. - ERIC 


" 
Head's Up! 
My best memory playing a multi- 
player game was playing Wii Sports 
Tennis with my sister... and my 
hands were slippery . . . | went fora 
swing and the Wiimote flew out of 
my hands and hit my sister in the 
head! - REGINALD 


Games? 


The most fun I’ve ever had with a 
Nintendo multiplayer game would 
have to be the hours spent with my 
sister and brother playing Super 
Smash Bros. and Mario Kart for the 


King Ridley Koopa? 
In the Neo Bowser City comic, why does Bowser have 
wings? Did the Space Pirates use technology to fuse 
Bowser and Ridley together? Because those wings 
look suspiciously Ridley-esque. - ANDREW MARSH 
Great question! The wings are meant to be a bit dragon-esque, 
so I suppose relating them to Ridley makes sense. As for the why: 


N64. We'd make up our own little 
games within the games (hide and 
seek in the castle in Royal Raceway, 
seeing who could win first as all the 
characters in Smash Bros.) - it was a 
lot of fun! - AMANDA 


Real Estate 


The most fun I’ve had playing 
Nintendo games with friends was 
when I got Super Smash Bros. Brawl. 
At the time, | only had two Wii 
Remotes, so | couldn't play other Wii 
games with four people. When Brawl 
came out, though, it was compatible 
with GameCube controllers - | had 
four of those, so multiplayer worked 
perfectly. We ran many tournaments 
for the game where if you won on a 
stage, you "owned" it, so the person 
with the most stages at the end won. 
- JACOB VANDENBOSCH 


Trash Talk 


The most fun I’ve had playing a mul- 
tiplayer Nintendo game is definitely 
Super Smash Bros. Brawl! I just love 
playing a few rounds, trash talking 
my buddies! - GIANFRANCESCO 


THE VENUE 


HOW TO THROW A 


let peopl 


NINTENDO PARTY 


yk 


THE FOOD 


KNOW 
YOUR FRIENDS q 


Machado #1 


Playing Mario Kart Wii at youth 
group. It was always a blast. 
- MOISES MACHADO 


Machado #2 


Definitely playing Animal Crossing: 
New Leaf with my brothers. 
- RACHEL MACHADO 


The Evil One 


The most fun I’ve had playing a 
Nintendo multiplayer game is 
throwing the other players off the 
edge in the New Super Mario Bros. 
series and practicing my evil laugh. 
- RYAN BRUNER 


Thanks to all of you who wrote in 
to tell us about your multiplayer 
experiences! It seems like the 
Super Smash Bros. series was the 
big winner overall. Convenient, 
since there are two new Smash 
Bros. games coming later this 
year! 


Koopa Troopas upgrade with wings to become Koopa Paratroopas, and it seemed like such an upgrade for the 
Koopa King was a bit overdue. At the same time, feathery bird-like wings don't seem like they'd fit as well with 


Bowser's tough-guy image, do they? 


And I suppose this is as good a time as any to note that while we now have the comic online at SMBNBC.com (as 
noted last issue), we haven't updated it yet as Mark and I are going over some things before going forward. We 
hope you'll like what we're up to when it's ready, though, so stay tuned! 


STRUCTURE 


THE GAMES 


SENE RECOMMENDATIONS 


ш 


DON’T ANGER 


THE OX 


Hey Ox, what makes you so special? 
You got me. You're nowhere near as 
awesome as the Hoff. Tell me about 
it; he took a handshake from Mark 
Henry for me when the World's 
Strongest Man was in a foul mood. 
| mean the guy would put pages and 
pages of WWE coverage even though 
he knew that nobody cared about 
the Wii versions of the games. You 
know why he did it? Because there 
were actually WWE games on 
Nintendo consoles to speak of at 
the time? Actually, turn to Page 61 
to see what I can write about WWE 
when they aren't giving us 
anything to write about. Because 
he's so freakin' awesome. Sure, that 
too, I supppose. So, are you a bad 
enough dude to rescue the president 
from ninjas? I know he is. Let me tell 
you something, brother: I still owe 
some guys in the States a bunch of 
Dunkaroos because we have them 
here in Canada, but what we don't 
have is Data East Arcade Classics 
for the Wii. We set up a little 
trade, and when it got here, guess 
what the first thing 1 did was. 
Hint: It involved getting burgers 
with President Ronnie. 

- ARSEN GNATYUK (and The Ox) 


2 ШІ 
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The Best of Kalos 


It was in our debut issue, one year ago, 
when Pokémon X and Pokémon Y were 
revealed to be coming to the 3DS. We 
anticipated them all year, celebrated 
their release in Issue #5: Pokémon 
Power and finally, last time in Issue #6, 
we presented our review of the games. 
But there’s one last order of business! 
Evaluating the new monsters introduced 
in the Kalos region. We asked for your 
input on which Gen VI creature should 
take top honors, and here are just a few 
of the responses that came in. 


| love the entire Honedge evolution 
line! They were designed by the artist 
that made the Megaman Megamix/ 
Gigamix manga. - DAVID ADAMS 


Definitely Pangoro. Though Tyrantrum 
is awesome too. - TAYLOR LYNDIS 


My favorite Kalos Pokémon is 
probably Chesnaught, since I picked 
Chespin as my starter, although 
Greninja is really cool. | think some of 
the best and worst designs of 
Pokémon were introduced this gen- 
eration, like Aegislash vs. Diggersby. 
- PATRICK LY 


| will forever defend Swirlix & Slurpuff. 
They are perfect and adorable and 
kick all kinds of booty. - YOUR PAL 
CHED 


Non-legendary, Heliolisk. | love 
lizards. Legendary, Yveltal. Big bacon 
bird of death. - LUGIAIRL 


Malamar is one of the weirdest 
Pokémon I’ve ever seen with an ever 
weirder evolution method, but that 
Psychic/Dark typing combined with an 
awesome movepool and neat ability 
made it very handy in-game. | love my 
little upside-down squid-owl-thing. 

- TERESA MAHER THOMAS 

Hey, another "M. Thomas!" 
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The best Kalos Pokémon is either 
Hawlucha, Mega Mawile or Mega 
Lucario. Reason: Lucario has always 
had the hidden potential of being an 
amazing special sweeper. The addition 
of his Mega Evolution helps him do it 
brilliantly. Mega Mawile - despite 
having horrible stats - is still an 
amazing sweeper and incredibly fun to 
play. Hawlucha I chose because he is 
the unappreciated hidden gem. With 
Unburden and a Power Herb, he can 
attack with a powerful Flying-type 
move first turn, skip its cool down and 
instantly double his speed. Once the 
Herb is used, he can Acrobatics or 
High Jump Kick your team to victory. 
Plus, he looks awesome! | mean, he's a 
Hawk Luchador! RAWK HAWK!!! 

- NICHOLAS PACKARD 


Okay, say the word "hawk." Now say 
the word "luchador." Now keep saying 
them. Is what you are saying not so 
awesome that your jaw has nearly 
unhinged itself? Because that is 
exactly what Game Freak brought to 
the table when they created 
Hawlucha. There could be no greater 
premise for its novel Fighting/Flying 
type, and you will be hard-pressed to 
find a more mind-blowing, why 
-didn't-they-do-this-sooner work of 
brilliance in Kalos or any other region. 
- GEOFFREY KAPPENBURG 


GET IN TOUCH! 


Have a question? Need to change your subscription's 
address? Want to submit a letter to the NF Inbox? Use 
the new "Get in Touch!" box at NFMagazine.com! 


My favorite would be Gourgeist and 
my dopiest favorite is Sliggoo. 
- CODY FULLMETAL BLEVINS 


Good designs: Fennekin, Hawlucha, 
Klefki, Slurpuff, Bunnelby. Favorite: 
Delphox. - SONNFLORA GERJET 


Gloomy is such a dope. І haven't used 
him yet, but his evolutions look 
awesome. - KYLE SMITH 


| quite like Klefki because I can annoy 
my brother with it, and | like the "lore" 
about it. - JAKE ET KENNEDY 


Goomy. Stupid autocorrect. - KYLE 
SMITH 


Hawlucha quite simply is one of the 
freakiest, weirdest, stupidest-looking 
Pokémon I've ever had the displeasure 
to set my sights upon. And I've wit- 
nessed Dunsparce with my visual 
receptacles, so you understand the 
severity of this. By the way: The Ox 
looks like a Bouffalant. With extra 
Bouff. - TERRY FAIRCHILD 

Wait, what?! 


And there you have it, Pokémon 
fans. Opinion is split across the 
board, except for the one winged 
warrior nearly everyone agrees is 
great (cough, Terry). Congrats to 
Hawlucha, Kalos' best! 


None of you mentioned the best 
Pokémon of the new generation, with 
a name a fun to say as he his 
awesome, and his name... 
GOGOAT. Plus who could say 
no to a goat with power over 
plants? Plus Terry, we all know 
The Ox is more of a Tauros 
anyway. - JOHN BARBAGALLO 
There we go. 


Dragalge is a really cool idea for a 
Pokémon and I'm glad they did it! It's 
too bad Goodra absolutely outclasses 
it. - MARK FEUER DITUSA 


Ei Facebook.com/NintendoForce 


@NintendoForce on Twitter 


е! YouTube.com/NF Magazine 
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THE YEAR OF THE CROSSOVER? 


The boundaries between game franchises will be broken more than ever before in 2014. 


WE'VE ALL DONE it before. We've 
sat in our bedrooms, laying face up on 
our beds while daydreaming about 
famous game franchises mixing with 
one another. It seems Nintendo has 
been having those same dreams as 
well. 2014 is going to be the Year of 
the Crossover for the Big N’s brands, 
with some pretty surprising collabora- 
tions announced in the last few weeks! 
The biggest bombshell of all kicked 
off a recent Nintendo Direct and none 
of us saw it coming. Tecmo Koei are 
teaming up with Nintendo to inject a 
little Dynasty Warriors action into the 
Legend of Zelda universe with Hyrule 
Warriors (name not final) for Wii U. We 
were treated to an in-game trailer that 
showed Link slicing his way through 
hundreds of enemies. It also seems 
that Link will bring along some of his 
more famous items for the adventure, 
with the debut trailer giving us a peek 
at the revamped Fire Rod. The best bit 
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about this collaboration is that it’s due 
to land on Wii U sometime in 2014! 

The very same Nintendo Direct that 
announced Hyrule Warriors also had 
some more collaborative news to 
share. While Sonic Lost World might be 
"old news" when it comes to the 
always-moving game industry, Sega 
and Nintendo have teamed up to bring 
some truly outrageous new content to 
the game. Believe it or not, right now 
you can download free DLC that allows 
Sonic to take a romp through a level 
styled after Yoshi’s Story! Even 
stranger is the fact that the two 
worlds seem to mesh well together! 
This was just the first of planned 
Nintendo crossover DLC for Sonic Lost 
World, with none other than Satoru 
Iwata strongly hinting that a Legend of 
Zelda DLC pack will see release in the 
coming months. 

Still in doubt that 2014 is the Year 
of the Crossover? Let’s not forget 


about titles previously announced, like 
Shin Megami Tensei X Fire Emblem 
and the Nintendo-themed DLC avail- 
able for Monster Hunter 4. Even third 
parties are getting in on the action 
with Professor Layton vs. Phoenix 
Wright: Ace Attorney, which is slated 
to finally see release in Europe and 
North America this year. 

Of course, you can’t mention the 
word crossover without bringing up 
the ultimate game franchise for brand 
mash-ups, Super Smash Bros.! A 


roster of Nintendo’s best (and third 
party friends) will be hitting both 3DS 
and Wii U before the year closes out. 

It appears Nintendo is all about 
third party collaborations and cross- 
overs for the new year. We're just a 
few weeks into 2014, and we have so 
many collaborations to look forward 
to. It’s like the world of Nintendo fan- 
fiction come true! 

And something tells us that this is 
just the start of Nintendo’s collabora- 
tive efforts... 


“Now we just have to deal with 
the hardest part of all these 
Ong |” 
announcements... the waiting. 


ROYAL RUMBLE 


The monarchs return to the roster. 


WWE FANS KNOW that the start of the year means 
that it’s time for the Royal Rumble, and it seems as 
though Nintendo is getting into that spirit as well. 
How else can you explain the reveal of not one, but 
two royal competitors for the upcoming Super Smash 
Bros. for Wii U and Nintendo 3DS? 

Since our last issue, both Princess Zelda and King 
Dedede of the Kirby series have been revealed to be 
returning to the roster. Zelda is sporting her Twilight 
Princess look, and both not only appear to be more 
expressive than ever, but there also seems to be a bit 
more dazzle splashed onto their familiar moves. 

Rounding out the theme was an update from 
Sakurai which highlights the previously revealed stage 
featuring a boxing ring (rather than wrestling, oddly 
enough). He notes that while you can spring off the 
top rope for some intense high-risk maneuvers, you 
cannot bounce off of them from the sides to deliver a 
running lariat (a.k.a. a clothesline). Rats. 

Other tidbits to come down the pipeline have 
included peeks at Find Mii 115 Dark Lord, the Yellow 
Devil, Rainbow Road and talk of fine-tuning Bowser. 
Assist Trophies of Skull Kid, Ashley and Starfy have 
also been revealed. And speaking of trophies, Sakurai 
also says that both versions will have unique trophies 
to collect – an excellent reason to own both! 


ROSALINA’S STAR IS ON THE RISE 


The queen of Super Mario Galaxy steps into playable roles in Super Mario 
3D World, Mario Kart 8 and the new Super Smash Bros. sequels. 


FROM THE SPRIXIE KINGDOM to the racetrack, from outer space to the place where worlds collide, 
everything is coming up rosy - Rosalina, that is. The Goddess of the Galaxy has been popping up frequently 
as of late for someone who's only supposed to show up once every 100 years, no doubt pleasing many of 
her fans. Her first big move out of "side character" territory came in Super Mario 3D World, where players 
can unlock her as a potent playable character, complete with the spin move Mario used in the Super Mario 
Galaxy games! We'd have mentioned this sooner, but didn't want to spoil the thrill of discovery . . . then Mr. 
Iwata went ahead and did that for us. Uh, whoops? 

Playing Rosalina in Super Mario 3D World came as little surprise by its release, and it probably doesn't 
come as much surprise that she's confirmed for Mario Kart 8, too. After all, she's been putting the pedal to 
the surprisingly heavy metal in the series since Mario Kart Wii! More surprising was what appeared to be a 
new trailer for Mario Kart 8 featuring Kirby. However, the teaser's true intent was apparent once "Rosalina 
& Luma launch into battle!" appeared. We've had only a glimpse of her in action in Super 
Smash Bros., but she'll clearly be a force to be reckoned with as she can fight with Luma 
remotely, making them a two-in-one fighter unique from the Ice Climbers. ТО 

It looks like the sky is the limit for Rosalina – this is really just the beginning! Its great to see some new blood show ББ 

in the Mario world for more than just 

sports or sitting in the background. At 
the same time, it's hard not to feel alittle 


bad for the Daisy fans out there . . ." 
- DAVID 
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COLLECTORS CORNER 


FOR PLATINUM ONLY 


Club Nintendo unveils a special Luigi's 
Mansion figurine as its priciest reward ever. 


NINTENDO DIRECT VIDEOS always bring several surprises, but 
those looking for merchandise announcements have most often had to 
spot the goods in the background on Reggie’s desk. The last video, 
however, surprised all collectors with the announcement of a Luigi’s 
Mansion figurine available through Club Nintendo! Both North America 
and Europe were given the chance to spend coins or stars to get the 
awesome reward, but it didn’t come cheap - 1500 coins or 7000 stars 
was the asking price, but both quickly sold out. Europeans are already 
receiving theirs, but North Americans have 
been asked to wait until March. 

The European version’s base 

says "Luigi’s Mansion 2," while the 
North American stock image only 
shows "Luigi’s Mansion" (though that 
may be changed). Polterpup is ready 
to give Luigi a hand, while a Greenie 
is popping up behind our hero to give 
him a scare. The background is also 
spot-on and pulls it all together. The 
base is numbered, but no word on 
whether regions share numbers. 


a 


HIGH-DEFINITION 
CUDDLINESS 


The heroes of The Legend of EN 
Zelda: The Wind Walker HD, “т y 


made even more huggable. 


COMING IN MID-FEBRUARY, San-ei Boeki S 
is releasing a set of new Legend of Zelda 
plushes based on the cel-shaded style of The 
Wind Waker and the DS titles. Making his plush debut 

is Tingle, the fairy-man that players either love or hate. He 
has very little merchandise besides a set of keychains, so it 
was truly a shock to see him in the set. Also available is 
Princess Zelda in her traditional dress. Many fans 


were surprised that San-ei didn’t go with Tetra, Ф 

as Zelda appears undercover throughout much ү 1 М 

of the game (though not many аге complaining). Ce 
~~ 


Link is also part of the set, naturally, and comes 
in two sizes: a small size to fit with his friends 
or a medium size that sets him apart. Link’s 
pattern has some small changes from the 
previously released Phantom Hourglass set 
that is now appearing on US shores, but they 
are subtle. His sword looks different, and his eyes 
appear to be larger. These are only available for 
pre-order in Japan for now, but many of the popular 
San-ei plushes have been imported and distributed 


by other companies lately. To ensure you get one d ^. 
though, you can pre-order from an online import “ «с 
shop like AmiAmi or HobbyLink Japan. Those sg 9 Ј 
getting Tingle should also invest in a few E 

red balloons! 
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ONE POSEABLE PLUMBER 
The Nendoroid series expands to include everyone's 
favorite man in green. 


MANY COMPANIES JUMPED at the chance to celebrate the Year of Luigi, and the 
Good Smile Company hopped on the bandwagon just before 2013 came to a close - 
taking their famous Nendoroid-style figure design and joining it with the younger, taller 
Mario brother to create a toy that is just too cute for its own good. We'd known about the 
figure's being in development, but it seemed to have dropped off the map (along with a 
Link Nendoroid) after brief preview images were released earlier last year. However, 
several shots of this superb Luigi in finished form dropped right before Christmas, and 
pre-orders opened up in Japan. (Import shops also added pre-orders for the figure.) Luigi 
comes with a cute Goomba, a pipe that Luigi can fit in and a Bullet Bill. Also in the pack is 
a little "poof" of dust to show running or jumping. Luigi has a small smile, a shocked face 
and a big smile for customization, as well as several holders to support him for various 
poses. And speaking of photos, a backdrop from New Super Mario Bros. is also included. 
It appears that the Nendoroid Luigi will be around $35. While the figure itself may miss 
the Year of Luigi, simply announcing such a figure during the celebratory year was 
enough for fans. With Luigi's arrival and Link on the way at some point soon, many are 
hoping that Good Smile will keep up the Nintendo love for a long time to come. 


For more cool collectibles and information 
on how to order from import 275 visit 
The Video Game Memorabilia Museum 


at http://www.videogamemm.com 


HANAFUDAMON 


Pokémon characters adorn a set 
of Nintendo's classic playing cards. 


NINTENDO HAS BEEN printing playing cards for 125 
years - it was how the company got its start in the late 
1800s, and new hanafuda sets are still being produced 
today. In recent years, the company has been combining 
some of its newest characters with its oldest business — 
and now the monsters of the popular Pokémon series 
have been memorialized in a new hanafuda set. It retails 
for around $25 in Japan (though those with more expen- 
sive tastes had a shot at getting the uncut set framed 
for around $150). The set is sort of a parody on the 
classic deck, but the cards themselves are pure nostal- 
gia mixed with an artistic beauty and a true love for the 
colorful characters. The decks also came with posters of 
the full set for those lucky enough to snag a pre-order. 


SKATING SONICS 
First 4 Figures immortalizes both 
of the Blue Blur's incarnations. 


IN LATE NOVEMBER, First 4 Figures revealed a 
Sonic Generations diorama statue featuring 

Classic Sonic and Modern Sonic burning up the 
streets of the City Escape stage. Limited to just 
1000 pieces worldwide, it's priced at $300 and will 
be released in Q2 2014. An exclusive version is also ` 
available for $30 more and features light-up sparks off the SE 
boards. This version is highly limited to 450 pieces. Being the first diorama 

in this new "Sonic Generations" statue line, early numbers sold out faster than Sonic can run – 
because collectors have the option of keeping their number throughout the line's production. 


FIVE COOL CATS 


The official soundtrack for Super Mario 3D World goes on sale (in Japan). 


SUPER MARIO 3D WORLD boasts some of the best music in the series to date, but where can you get the 
tracks to listen to when not playing the game? Fans in Japan can simply go to their Club Nintendo site and 
ask for the reward if they have enough coins - but those of us living elsewhere will have to grab the 77-track 
set some other way, whether through a Japanese auction, an import shop or good old eBay. 
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NINTENDO'S WOES 


eShop outages and dire financial news fuel the fires 
of complaint for Nintendo's naysayers once more. 


NINTENDO, OR NINTEND'OH? That's the question on many peoples' minds in recent 
weeks as our favorite company has stumbled, but hasn't toppled. 

The problems began in December as business picked up for the Wii U. That should be 
a good thing, right? Well, that brings to mind what they say about too much of a good 
thing, as the increase in online traffic come Christmas morning seemed to be more than 
Nintendo - the Nintendo Network in particular — was ready for. The downtime lasted 
about three to four days, long enough to interfere with that week's Nintendo Download 
schedule of new releases, which were pushed back and reannounced the following week. 
(They would then be joined by Mega Man X2 and the Bravely Default demo, for those who 
still wanted something new.) 

What wasn't pushed back to the following week was the dual-release of the new 
Pokémon Bank and Poké Transporter eShop apps for the recently released Pokémon X 
and Pokémon Y games. On December 29th, Nintendo of America issued a statement via 
Twitter that "We will share more information about the launch of Pokémon Bank and 
Poké Transporter as soon as possible." But as of when this issue went to press, there 
have been no further announcements regarding a rescheduled launch date. 

Were that not enough to contend with, Nintendo has revealed that they are revising 
their financial forecast targets for the fiscal year ending March 31, 2014. They originally 
had an optimistic 55 billion yen net, but are now expecting a loss of 25 billion yen ($240 
million) when the clock strikes April. Much of the blame for this has been placed on the 
shoulders of the Wii U; whereas Nintendo originally expected to end the fiscal year with 
9 million consoles sold, they're now poised to expect only 2.8 million to end up in the 
hands of gamers (less than a third of their original projection). The news led to an 18.43 
percent drop on the Tokyo Stock Exchange (though the stock recovered that same day), 
while President Satoru Iwata has said that he will continue in his current role. 

So is Nintendo doomed? Hardly. But the company's certainly in a tough spot now. 


"Things may not look great for Nintendo, but they've been at this for 
along time - longer than anyone else in the market. Whats more, 
they've shown in the past that it's when their back is to the wall that 
they can truly rise to the challenge - just look at how they came off of 
the third-ranked GameCube with the wild success of Nintendo DS 
and Wii. Stay tuned: This is where things get interesting." - DAVID 


Yeah! 


Remembering you have 
unused eShop credit. 
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A VIRTUAL VACATION 


Nintendo teams up with the House of Mouse 


to bring Disney Magical World to America. 


NINTENDO IS BRINGING Disney Magical World to North 
American 3DS owners. April 11 will be the day it goes on sale. It'll 
be interesting to see how well it sells here, too, as in Japan it's 
already sold over half a million copies. 

In the game you control a Mii-like avatar and complete several 
tasks under the guidance of a slew of Disney characters. It's a 
relaxing affair, as you're asked to perform tasks like collecting 
materials for new clothes, duking it out against small enemies, 
playing minigames and helping build the magical kingdom around 
you. This world-building is done by gathering stamps, and your 
new Disney friends will introduce you to brand new activities over 
time. There are also seasonal events, and the original release sup- 
ported DLC - though it's uncertain if that content will come here 
as well. 


“уе been playing the Japanese 
release, and while it is somewhat 


easy, I’m finding it to be 
surprisingly engaging!” 
- DAAN 


Unyeah... 


You try to use that credit, 
but the eShop’s offline. 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


BRAVE LY AFTER OFFERING ONLY the packaged retail versions of Wii Fit U 
as new products in January, the year’s physical releases will really 
= get going in February. Bravely Default will be the first major new 
DE FA LT release of the year to be published by Nintendo (on February 7), and 
we've got a review ready for you on Page 69 of this issue. 


FOLLOWING QUICKLY AFTER Bravely Default will be 
the next sequel in the Donkey Kong Country series, 
Tropical Freeze. It's due to debut for Wii U on February 21, 
and we recently learned the identity of its fourth playable 
character - Cranky Kong! Check out our character profile 
of the elder Kong on Pages 58 and 59. 


M) P ROFESSOR LAYTON FINISHING OFF THE month of February will be the final install- 


A 


ment i Profi ries, which i | 
andthe ent in the Professor Layton puzzle series, which is set to go on sale 


in America on the last day of the month, February 28. We've got a 
zran Legacy jesse 


review written up on this one, so check out Pages 70 and 71. 


THE YOSHIS’ ADVENTURES in babysitting a tiny, 
diaper-clad Mario will continue soon, as Yoshi’s New Island 
for the 3DS will go on sale on March 14. For being so close 
to release, there are still a lot of questions up in the air 
about this one - we review everything we know and specu- 
late about the rest in our final preview on Page 37. 


IF YOU WANT directions to our Shovel Knight coverage in this 


issue, well, it's all over the place. Our wrap-around cover features the 
SHOV E | game's entire main cast of characters. Our four-page interview with 


= the developers - packed with new details – begins when you flip this 
KN IGH | page. Тһе two-page "They Can Dig It!" spread shows up оп Pages 50 


and 51, and Yacht Club Games kicks off our New Beginnings feature 
on Page 45. Oh, the game’s release date? That’s March 31. Soon! 


WE'RE STILL WAITING to hear what the official release 
date will be for Kirby's new 3DS adventure outside of 
Japan, but, in Japan, this one's already on sale - so we've 


gone ahead and whipped up an advance review for you 
based on that version. You can read Daan's full, glowing 
evaluation beginning on Page 66. 


THE BIG N'S also maintaining radio silence on the official date for 


RAK 5 À á Mario Kart 8, but its general "Spring 2014" time frame is fast 
approaching now. Nintendo should share the exact day soon – 
perhaps even before this issue makes it into your hands. 


“TIl be right back — I’m just going to run out to the first 
game store | can find to place a few pre-orders!”— LUCAS 


о 


NINTEND! 


AVAILABLE АТ 


quem éShop 


NINTENDO ZBDS. 
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CARD & PUZZLE EDITION 


CLASSIC GAMES OVERLOAD™ 


IT'S BEEN NEARLY a year now since 
Shovel Knight's existence was first 
revealed to the world through 
Kickstarter, as the team members of 
Yacht Club Games sought funding to 
help them bring their vision of a 
garden tool-wielding warrior to life. 
Now, we're just weeks away from the 
game's release on March 31 - and 
Yacht Club's ready to pull back the 
curtain on more details about what 
our horned hero's quest will include. 


yt peres Sent A 


hg h gd 
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new era with 5! 


NF: Take us back in time a bit. You've 
just set out on your own and formed 
Yacht Club Games, and you're 
deciding on what your first project is 
going to be. How did you land on 
Shovel Knight? 

It all started 
when we were brainstorming ideas for 
an 8-bit style game over lunch. Our 
new company would launch with a 
retro-styled platformer as its first title. 
So... what would we want to make? 
Many games from the 8-bit days were 


ЕЛШІ pee 
E» prt 
Wr 


SHOVELING 
FOR JUSTICE! 


Yacht Club Games brings old-school into a 


ht, coming soon to both the Wii U and 3DS 
eShops - and NF's unearthed all-new details about the adventure. 


built around one action, like a jump or 
a sword slash. What if we built a game 
around one mechanic like that? A 
game where the main action was a 
downward stab? 

We figured a game like that would 
involve a lot of bouncing on enemies, 
but from there we thought, maybe you 
should flip enemies over to reveal 
their soft underbellies? And maybe 
you want to stab through blocks of 
dirt? It wasn't exactly a sword action 
we were talking about here ...so we 
arrived at a shovel! Someone said 
Shovel Guy, Plummet Knight, and then 
someone else said Shovel Knight: The 
Shovelling Knight. 

We all laughed and then started to 


take it way too seriously as we added 
gameplay mechanics, character 
designs and world building. Next thing 
we knew, we were clicking on the 
"submit project" button on 
Kickstarter, crossing our fingers and 
hoping the world was ready for such a 
groundbreaking idea. 


Let's help out those who may not 
have heard of Shovel Knight yet. 
What's the elevator pitch for it? 
Shovel Knight is a sweeping classic 
action adventure game with awesome 
gameplay, memorable characters and 
an 8-bit retro aesthetic. You play as 
the eponymous Shovel Knight, a small 
knight with a huge quest. Shovel 


KICKSTA TER? 


Knight has come to this valley with 
two goals: to defeat the evil 
Enchantress and save his lost beloved. 
He wields a ShovelBlade: a multipur- 
pose weapon whose techniques have 
now been lost to the ages. Always 
honest and helpful, Shovel Knight is a 
shining example of the code of 
Shovelry: Slash Mercilessly and Dig 
Tirelessly! 


What’s the story here? Just who is 
this Shovel Knight guy, anyway? 
Before the events of the game, Shovel 
Knight was an adventurer and 
treasure hunter! But, in the game's 
opening, we learn that Shovel Knight's 
beloved companion, Shield Knight, 
was tragically lost some years ago. 
Since then, Shovel Knight has been 
living in solitude, his adventuring days 
behind him. 

But recently, the Enchantress has 
appeared with her Order of No 
Quarter! Unimpeded, they’ve taken 
over the land and displaced its people. 
Looks like it’s time for a hero to pick 
up his shovel once again, defeat the 
Order of No Quarter, reach the 
Enchantress, and maybe finda 
glimmer of hope for his lost beloved. 


How about the basics of gameplay? 
How does the game handle, and what 
inspired you to pursue an "old- 
school" approach? 
We've been craving to make an NES- 
style game for a long time. As a team, 
we've already developed a lot of 
games based on old franchises or 
retro-styled gameplay, but nothing 
that has ever really harkened back to 
the simple pleasure of an NES game. 
In the best of these games, the 
player usually had very few actions — 
jump, or jump and shoot, jump and 
attack, etc. That was it! You could 
usually count on one hand the number 
of things the player could do. 
This seems like a limitation, but it's 
great for many reasons. Not only does 
simplicity make those old games 
easier to pick up and play, but it also 
challenges us to be more creative as 
developers. 
So, to follow in tradition, the basic 
actions for Shovel Knight are very 
simple. He can jump, attack, shovel 
drop and use magical relics. Jumping 
around and fighting as Shovel Knight 


feels intuitive because of his simple, 
weighty mobility. It's difficult to 
describe, but you'll understand once 
you get your hands on it. 


How is the game presented, structur- 
ally? You've got a line-up of eight dif- 
ferent enemy Knights that suggest 
an arrangement like the classic Mega 
Man games - a stage select screen 
that sends you to whichever foe you 
want to fight first. Is that how it 
works, or is it something else? 

Some people are surprised to find out 
that Shovel Knight will include a World 
Map! From the map, Shovel Knight can 
choose which boss to take down next, 
return to the village for supplies or 
visit a forgotten cave in hopes of 
finding some treasure! 

When the available bosses have 
been vanquished, more of the world 
will be revealed and additional stages 
and bosses appear. 


What does Shovel Knight gain when 
defeating the evil Knights? Treasure? 
Weapons? The respect of the local 
peasants? 


In addition to the gold he hoards 
throughout the stage, Shovel Knight 
earns a big bounty whenever he beats 
a Knight of the Order of No Quarter. 
He can then head back to the village 
and buy new equipment, upgrade the 
ShovelBlade or power up in other 
ways. 

Beating one of the Knights also 
unlocks more paths on the map, 
expanding the places Shovel Knight 
can explore, and bringing you one step 
closer to the Enchantress's Tower. 
There's a lot to be gained for defeating 
the Order of No Quarter! 


Speaking of peasants, there's a 
village in the game. What part does it 
play in our hero's adventure? 

Early in the game, Shovel Knight 
encounters a village that he'll return 
to throughout the course of the game. 
It's a hub of activity! Passersby fill 
Shovel Knight in with useful hints or 
comments, there are several shops to 
visit, you can play a minigame or two, 
and there are plenty of colorful char- 
acters to meet. The village also has 
secrets of its own... 


Shovel Knight wields his 
ShovelBlade, clearly. But what other 
items or equipment will he gain on 
his journey? 
Shovel Knight's arsenal includes a lot 
more than his trusty ShovelBlade, and 
it's been a lot of fun debating on and 
developing this extensive collection of 
magical relics! Our goal has been to 
compensate for Shovel Knight's weak- 
nesses, or let players use an addi- 
tional weapon that suits their play 
style. 
From conjuring fire with a wand, to 
limited flight with a propeller, to a 
magical locket that protects him from 
harm, there are many ways to tackle 
the danger in each level. 


Besides the boss characters, what 
other foes will Shovel Knight face? 
We've seen everything from flying 
rats to sword-wielding skeletons so 
far. 
Shovel Knight's world features an 
extensive array of malevolent 
monsters to occupy our fantasy land- 
scape! Each Knight of the Order of No 
Quarter features a personalized 
menagerie, from elemental wizards 
and iron-clad knights to majestic 
griffons, flying knives, lava fish, skel- 
etons and even a jellyfish or two. 
Battles feature Shovel Knight 
tackling these foes both one-on-one, 
and also among traps and contrap- 
tions! With the number of enemies 
and situations we've created, there 
should be a new surprise around 
every corner. 


How difficult is it to create an old- 
school game that still feels current 
with titles today? How do you 
balance those two factors and make 
them work? 

Balancing the game has been one of 
our biggest challenges. On one hand, 


we have hardcore platform game hear about how it was to come off 


diehards that cut their teeth on the that post-Kickstarter high and get 
Mega Mans and Castlevanias of the down to the stressful, scary work of 
past. These gamers (us included!) creating something that lived up to 
want a challenge they can be proud to the technical standards of both the 
have overcome. creative team and the backers. 

On the other hand, there is a fresh AHHHHHHHHHHHH!!!!! 
generation of wide-eyed gamers that Seriously, it’s been crazy. Every day 
we'd just love to introduce to Shovel one of us wakes up crying from joy, 
Knight. Kids of today are the pros of stress or fear. But it’s been an exhila- 
tomorrow, and we want to make sure rating ride. From the beginning, 
that we can spread the love of watching the Kickstarter soar and 
platform games to them. Everyone having the continual support of 
should have an enjoyable challenge, friends, family and fans, even through 
but not throw down their controllers tough times, has been wonderful. 
in frustration! How do you reconcile Developing games under a deadline 
this seemingly vast gap? creates tons of pressure, especially 

We've done a few things. First off, with a project as hotly anticipated as 
there is help available if the player Shovel Knight. This is our first time 
needs it. You can upgrade your char- working on a project which was 
acter and also buy some single-use publicly unveiled while still so early in 
magical items that could help you development! We constantly strive to 
through a rough patch. Trouble with a live up to our own and our audience’s 
particular battle? Prepare by purchas- expectations. It’s been a continuous 
ing and quaffing the right potion to year in a pressure cooker; the entire 
potentially gain the upper hand. staff essentially living together as we 

Secondly, we've tried to let players develop Shovel Knight with every 
guide their own experience. For waking thought. Lots of meals eaten in 
instance, there may be two paths the office and long nights of iteration. 
ahead, one fraught with more danger As the project has heated up, so 
but also laid with more gold. If you has our schedule. We're basically 
want to skip that path, you may - but working around the clock now to get 
you lose whatever reward lies beyond. the game out by its anticipated 
Once the player is confident in their release date. Nintendo's great interest 
skills, they can try for the tougher in Shovel Knight and our own show 
challenge and reap the rewards! schedule has also added to the 

pressure, as we've been flying around 
Have you looked into merchandising the world to give players a glimpse of 
for Shovel Knight? Shovel Knight- the game before release! 
branded actual shovels make a lot of Now, the development of the main 
sense... game is nearly over and we can see 
Ever since we started Shovel Knight, the light at the end of the tunnel. It's 
we hoped its release would be accom- not over yet – but we're nearly there! 
panied by an '80s-style merchandising Best of all, the game is turning out 
campaign. Remember all the great great. So hopefully, our work has been 
stuff you could get for Super Mario worth it. 
Bros.? They had comics, clothes, even 
cereal. We want to eat Shovel Knight Speaking of the Kickstarter, how has 
fruit snacks! We want a shampoo the vision of the game grown or 
bottle with a screw-off Shovel Knight changed since its conclusion? Some 
head! Our dream is to see kids dressed Kickstarter projects end up deliver- 
up as Shovel Knight on Halloween - so ing a final product that looks just as 
cosplay ShovelBlades are absolutely a it was presented for the fundraiser. 
possibility! Others shift in an entirely different 
direction somewhere along the way. 

What's the emotional journey been Where does Shovel Knight fall in that 
like since the launch of the studio, range? 
then the success of the Kickstarter, After reaching our Kickstarter goal, 
and then diving into development for we brainstormed some stretch goals 
most of the past year? We want to to add more meat to the Shovel Knight 


quest. When we ended up blowing 
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past those goals our final game ended 
up being much bigger than originally 
anticipated. We now have achieve- 
ments, an in-game music player, more 
playable characters, a New Game Plus 


mode, gender-swapped versions of the 


characters, a battle mode and more! 
It's a ridiculous amount of extra 
content, but we tried to create addi- 
tions that would exist outside of the 
main game experience. 

In that regard, the final game isn't 
too different from how we pitched it 
initially. But if you enjoy Shovel 
Knight, there are now fantastic ways 
to continue the adventure with more 
content than ever! 


The Kickstarter also attracted a few 
backers who were promised to 
become "Directors for a Day." How 
has working with them been, and 
what kind of content has been added 
to the game through their influence? 
It was really interesting; as you might 
imagine, anyone excited enough to 
donate at such a high level brought 
that same level of enthusiasm to the 
design table. Our Directors for a Day 
were invited to participate in creating 
а game feature from the ground up! 

Each of them chose combat 
encounters, to create battles versus 
our little blue hero! It was a bit 
daunting to give such power to 
someone outside the company, but all 
of the Directors were willing to work 
with us and everyone was both 
creative and accommodating! 

The encounters turned out great 
and fill out the world map with a lot 
more to do. And our Director-contrib- 
uted enemy is one of the more 
dynamic enemies in the game! 


How will Shovel Knight take advan- 


tage of the unique features of the Wii 


U and 3DS? What will Miiverse 
support be like? StreetPass? Wii U 
GamePad functionality? 

Shovel Knight will take advantage of 
every unique feature we can squeeze 
out of the both of Nintendo’s systems. 
Both systems allow you to quick-swap 
your inventory on the bottom screen 
with the touch controls. 

The Wii U supports Off-TV Play, 
which looks really great, and already 
plays wonderfully snuggled under the 
sheets in our beds. Also, on the Wii U, 
Miiverse is supported! In each room in 
the game, you can look on the 
GamePad screen and read or write 
messages from other players! Can't 
reach a secret area? Maybe another 
player has a tip for you! We see this 
feature being used for game hints and 
cool artwork, but we allow for any 
message or drawing you'd like. (Don't 


worry, you don't have to view them if 
you're worried about spoilers!) 

In regards to 3DS StreetPass, we 
are going to have a funky StreetPass 
battle arena for those who are sad 
they won't get the four-player battle 
mode that's coming to Wii U and PC. 
I'll let the speculation for how this one 
works run wild for now, but we have 
already been laughing our butts off 
every time we play with it. 


What's the plan for future support of 
the game, beyond its Day 1 launch? 
Will we get more content down the 
line? 


Yes! All of that wonderful stretch goal 
content is coming later in 2014, as free 
updates to the game. This includes 
three full single-player campaigns 
starring the Knights of the Order of No 
Quarter! It includes a challenge mode 
where you can play dozens of tough 
little bite-sized challenges! And best of 
all, it includes a four-player battle 
mode featuring all of the bosses from 
the main game! 

We love when a game releases 
updates with cool new content that 
makes you come back and play it 
again! Hopefully, with Shovel Knight's 
awesome free updates, we can do just 
that. 


Finally, what’s next for Yacht Club 
Games, after Shovel Knight’s 
released? Shovel Knight 2? Another 
Kickstarter? 

After what will be almost two straight 
years of developing Shovel Knight and 
its stretch goal content, we might 
want to take a break from the Blue 
Burrower for a while. But even now, 
there are many ideas that didn’t make 
it into this game. As we discuss what 
kinds of new adventures Shovel Knight 
might go on, a new game could 
coalesce. Who knows? Would a new 
Shovel Knight game be in the same 
style? In 3D? Maybe in the future he 
will ride a giant warthog around! 
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LAST SUMMER, NF readers got their 
first glimpse at Oddworld: New 'n' 
Tasty and Oddworld: Stranger’s Wrath 
HD, two remakes of the two titles that 
helped define one franchise Nintendo 
fans have never seen before (besides 
one old Game Boy version). Now, with 
the pair just a few months away from 
their scheduled Spring 2014 launch, 
we got in touch with Oddworld creator 
Lorne Lanning to learn more. 


NF: Nintendo platforms haven’t 
gotten too much love when it comes 
to the Oddworld series. Could you 
give us a rundown of how the fran- 
chise came to be, and the overarch- 
ing goals you wanted to hit? 

Well, for some 
history, we started Oddworld and 
development on Abe’s Oddysee in late 
1994 with a focus on bringing more 
cinematic sensibilities to the character 
and story of the platformer/action/ 
adventure genre, and we wanted to 
push ahead some game and produc- 
tion design disciplines. We also 
wanted to focus on more worldly, 
globally relevant, high concept 
material that would be delivered ina 
fun but dark "modern myth" kind of 
way. 

All the while, we were trying to 
push and enhance the emotional con- 
nections between the gamer and our 
characters. This meant trying to bring 
the characters and worlds to have 
more believability and life in their ani- 
mations, etc. ... with a belief that if 
players cared more about who the 
characters were as life forms, and why 
they were in their current horrible cir- 
cumstances, they might feel more 
emotionally compelled to help the 
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ADVENTURES 
IN ODDITY 


games’ heroes accomplish their goals. 

As Sherry used to say, "the current 
game paradigm can be summed up as 
‘aggression equals rewards.’ What if 
we could change that paradigm to 
empathy equals rewards?" But this 
meant making characters that you 
grew empathetic toward, and that was 
a key challenge for us. 

Allin all, the projects done at 
Oddworld were always labors of love. 
No matter how difficult it was for us to 
deliver each end result, we always 
kept a firm commitment to high 
quality artistic craftsmanship and did 
our best to create rewarding, unique 
experiences for players. 


Was there any particular reason why 
Abe and friends mostly shied away 
from Nintendo's hardware? The 
universe and its characters seem like 
a perfect fit! 

As mentioned, we started the 
company and Abe's development in 
late 1994. This was the early begin- 
ning of the PS1 dev environment 
where we were targeting the storage 
capacity of CD, which at the time was 
in the 600-ish MB range. Meanwhile, it 
was still the 16-bit generation, which 
was still cartridge-based and largely 
limited third party developers to 
under a 64MB capacity. That was the 
only reason we didn't get onto 
Nintendo - it was a capacity issue with 
the type of game we were building. 
With our movies and CG pre-rendered 


bit maps for character animations and 
full-screen pre-rendered CG back- 
grounds with shadows baked in as well 
as our full-motion videos for our cin- 
ematic video sequences ... we were 
simply way out of compatibility just in 
terms of memory storage capacity 
alone, unfortunately. 


After Oddworld's initial success and 
some spin-offs, the franchise seemed 
to go a bit quiet, as did you. Was 
there any particular reason work on 
the franchise died down for awhile? 
Well, to sum it up, at the time we just 
no longer felt incentivized by how the 
practices of the industry were going 
for independent AAA developers, and 
we didn't want to get into another 
one-sided deal with another huge 
publicly traded publisher that had dif- 
ferent interests than we did. So we 


The Nintendo Force chats with the 
legendary Lorne Lanning about his 
pair of upcoming Oddworld remakes. 


decided to wait out the non-favorable 
retail box-product reality of the day in 
hopes that digital distribution would 
someday soon start to become a 
viable way for us to get our games to 
our audience ourselves. 

In the meantime, we focused on 
some other projects and waited for 
outlets like Steam to mature. When 
such outlets became viable for us, we 
started bringing back our library of 
games to the digital shelves and 
started getting them there without 
being dependent upon a publisher. 

From there we slowly took our 
revenue gains and invested incremen- 
tally with successes which enabled us 
to fund our library across wider 
consoles and networks. It was a 
frugal, cost-driven approach, as being 
100% independent forced us to look 
at conditions and possibiities with a 
more strategic discipline. 

This strategy allowed us to carry 
over and increase our financing 
ability, and with success it would 
eventually lead us to creating entirely 
new content - albeit self-financed and 


self-published. Which meant a more 
patient approach done in smaller 
steps over longer spans of time. 

Which brings us to today. Now 
we're making our largest independent 
investments in our completely new 
technology redo of our original plat- 
former game, Abe’s Oddysee. If this 
succeeds, we'll be in a much better 
position to self-publish and develop 
brand new experiences that explore 
the Oddworld universe. 

Step by step, we're getting there. 


We're very happy that Wii U owners 
will soon get to experience both 
Oddworld: New 'n' Tasty and 
Oddworld: Stranger's Wrath HD. How 
did the decision come about to bring 
those games to the platform? 

We're thrilled, too! Nintendo has 
always been an inspiration to our 
gaming styles. We relentlessly studied 
Mr. Miyamoto's efforts and greatly 
admired the charm and life that was 
injected into his character creations 
and game designs. But our incompat- 
ibility with Nintendo consoles through 
history was always one challenged by 
simple memory constraints. As a 
result we just never had a straightfor- 
ward compatibility with the (then- 
current) generations of Nintendo 
consoles as we entered each of our 
dev cycles. 

FINALLY, this coming year, we will 
be bringing some of our games to the 
Wii U. FINALLY, we are more closely 
compatible with the memory and 
capabilities of the current-gen 
Nintendo console, and being on Unity 
helps us in the compatibility process. 
All in all, the timing is quite good 
because at the same time Nintendo 
has grown committed to supporting 
self-published indie developers. Now 
console performance and business 
model support are compatible, and we 
can't wait to get our games on Wii U. 

We've always felt our brand was 
potentially highly compatible for 
Nintendo's audience - now we'll 


actually get a chance to find out. Did т 
mention, "FINALLY!"? 


Will we see the Wii U GamePad put to 
use in either of these remakes? 
Definitely. If you look at Stranger's 
Wrath for Vita and also the version 
coming out soon for mobile, you'll see 
that we put a lot of care into taking 
advantage of the controller benefits of 
each target platform. We have spent 
significant effort to get our games to 
feel as native and exploitive of the 
benefits that come with a console's 
special features in their dedicated 
controller. We're giving the same love 
and care to the Wii U controller. 

For Stranger HD, we've been able 
to utilize the GamePad as a full-time 
ammo select ability and extended 
some usage of menus - to utilize this 
screen while freeing more dedicated 
television screen time to full-screen 
game visibility. 

Each game, of course, will take 
advantage of the GamePad in particu- 
lar ways that benefit them and make 
sense, but we do our best in trying to 
bring unique controller joy traits that 
can enhance the game experience. 


How did the decision come about to 
remake the original Oddworld? What 
do platforms like Wii U make 
possible that couldn't be achieved on 
the original PlayStation? 

Largely, it was driven by audience 
polling. We had straightforward con- 
versations with our fan community 
and asked them what they would like 
to see from us, considering our limited 
abilities to invest. We made some sug- 
gestions and the audience responded 
most favorably to seeing the original 
Abe's Oddysee redone in a new tech 
way that stayed true to the original 
platformer experience. 

We then took a good hard look at 
what this would take us to do, laid 
some best guess plans on how we 
would do it, and then made the com- 
mitment to get started. 


SCREENSHOTS ON THIS PAGE FROM ODDWORLD: STRANGERS WRATH HD 


Stranger's Wrath always stood out in 
my mind as a game that really did an 
excellent job weaving together dif- 
ferent genres. How difficult was 
development on that title? 

It was incredibly difficult. When you 
try new mechanics, particularly at 
core character control levels, it takes a 
lot of time and experimentation to get 
it right and to have faith it will work 
out and stay the course through all 
the failures and impossible-seeming 
circumstances throughout the devel- 
opment process. 

There's a reason we're not seeing a 
lot of innovation at the AAA level. It's 
very expensive, experimental and time 
consuming. It takes a unique team to 
want to tackle the headache that 
inevitably comes with such a develop- 
ment adventure. 

Stranger failed to get his fair shot 
in the marketplace at launch, and this 
meant many people never got to play 
it. But if you look at the reviews and 
fan reactions to it, it's obvious that it's 
a unique gaming experience that a 
wide spectrum of people greatly 
enjoyed. Nintendo-dedicated fans 
never got to play it, and yet it still 
holds its ground in design, art and 
quality of unique experience. So we 
talked with Nintendo about getting it 
into the Nintendo universe this gen- 
eration and Nintendo agreed it would 
be a strong addition to the offerings 
available on the Wii U for the 
audience. Together we agreed it was a 
no-brainer. 


Can we get an update on planned 
release dates/pricing for these two 
Oddworld adventures on Wii U? 
We're chomping at the bit to get 
them! 

2014 is our date, and we have our 
internal deadlines, but we need to put 
quality ahead of ship date - so we 
aren't releasing the exact date until 
we're confident we'll actually ship on 
that date with the quality product that 
we feel confident in. 


Because we're Oddworld fanatics, we 
have to ask about the rumblings of 
an Oddworld animated feature. We 
remember hearing this idea getting 
passed around a few years back, but 
things have been quiet since. Any 
updates on that? 

No updates. It's still a possibility and 
dream, and we still own the IP and all 
of its rights, but if you take a good 
look at the feature film market and 
financing conditions ... it's just not a 
good time to embark down that path 
at this time. 


Finally, we have to know about the 
future of the Oddworld franchise 
when it comes to games. If | 
remember my Oddworld history cor- 
rectly, the series was originally going 
to be a quintology. Things obviously 
got steered towards some off-shoots 
and other ideas along the way. Any 
chance we'll see a brand-new, main 
installment in the series at some 
point in the future? If so, can we 
hope to see that land on Wii U/3DS? 
That's true, we wanted to release five 
consecutive games that would tell one 
overarching epic story. Yet different 
consoles, market trends, and pub- 
lisher needs and conditions diverted 
us from getting each story to be the 
next one in the quintology, and we did 
do some detours that filled in the 
universe while being outside of the 
story arc of the larger quintology. But 
it's still a desire for us to get there. 
It's just a lot more difficult when 
you're actually paying for it yourself. 

As for the Wii U and 3DS, we'll see 
when we get to new titles and their 
Specs, but I can say that finally getting 
into the Nintendo universe of players 
is a big deal for us, and we're going to 
want to keep an ongoing presence on 
the Nintendo platforms. But shy of a 
specific project announcement, we 
hesitate to promise anything that 
we're not completely committed to 
actually delivering. 
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HERE COMES TREBLE 


With funding achieved, Baton's musical journey enters full development. M REACHED/ 


THANKS TO THE support of more than 1,000 backers, Tadpole Treble - my music-based adventure game - is finally going to 
become a reality! For a while, | was nervous that the goal might not be reached, but our pledgers gave it their all and managed to 
not only help fund the game, but also hit the first stretch goal (Concerto Mode, an unlockable which allows the player to play 
through all the stages in succession on a single life). My brother Michael and | are dedicated to putting our all into our first game 
to make sure it’s a memorable and fun experience, and people have already enjoyed competing in the high/low score contest for 


e Р 
our two-stage demo. s 
So Tadpole Treble on the PC/Mac is happening, but what of the Wii U version? Since that particular stretch goal wasn't hit, WZ. 
we're trying to decide if it's still possible to port it over. As it’s always been a dream of ours to make a game for a Nintendo system, 
we're pretty determined to get this version up and running somehow (even if it means reworking our budget a bit). b eve one/ 
At any rate, the Kickstarter's success is a terrific start, and we've made progress on a couple new levels since then. We'll be han dj гу Ы 


sure to have more on Tadpole Treble soon! - MATTHEW 


FLY ME TO THE MOON 


Renegade Kid’s DS FPS returns as for the 3DS 


eShop - one part remake, one part sequel. 


JOOLS WATSHAM LIKES to tease all the Renegade Kid fans out there, and 
recently he’s been dropping quite a few hints relating to his studio’s 2009 first- 
person shooter for the Nintendo DS, Moon. Many of those teased fans tried to 
then put forth their best guesses as to why Jools has had Moon on the brain so 
much. Could there be a sequel in the works? Perhaps a remake of the original, 
updated for the 3DS eShop - as Renegade Kid did last year for ATV Wild Ride? 

Well, the truth is, it’s both. Moon is returning in visually upgraded form as a 
3DS eShop download called Moon Chronicles - an episodic re-issue of the 
original game’s content, a few chapters at a time, that will segue into all-new 
sequel content (provided all goes well with the re-release, and enough fans 
support it). 

Here's how it'll work - Moon Chronicles is scheduled to debut in the eShop 
this March, and the initial $8.99 download will give you the first four chapters of 
the story, along with a VR training mission (approximately two to three hours' 
worth of gameplay). Then, throughout 
the rest of 2014, three more 
episodes containing more chapters 
will roll out – each of them adding 
two to three hours more, but at a 
cost of only $1.99 apiece (since you 
already bought the main game). 
Those four episodes will form 
the first season of the game, 
totally remaking the DS Moon. 

Then, in 2015, Season 2 will debut 
with never-before-seen sequel 
content that keeps the story of 
Major Kane going. 

It's a bold approach to content 
distribution that we haven't seen 
happen with an eShop release yet, 
and I'm personally fascinated by 
the idea and curious to see how 
successful it will be. It should bea 
hit, I'd think, just on the strength 
of the original Moon adventure 
alone - it was one of the most 
engrossing experiences on DS, and 
it helped solidify Renegade Kid's 
reputation. We'll have more on the 
new Moon soon! - LUCAS 
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A Scavenger Hunt at Home 


THE ORIGINAL CHIBI-ROBO game from 2006 is 
very close to my heart, and criminally underappre- 
ciated. One of the GameCube's final first-party pub- 
lished adventures, it saw you stepping into the tiny 
metal shoes of a small, adorable robot who was 
employed as a housekeeper for a kooky family. 
While some may have found the game's tasks of 
tidying and item retrieval boring, ! adored it to bits 
- and the ultimate goal of becoming Super Chibi- 
Robo made the journey of domestic cleanliness an 
exciting one. 

There were a couple of Nintendo DS follow-ups 
to that first installment, but one of them never 
made it out of Japan and the other was sold only in 
limited quantities as a Walmart exclusive in 
America. Neither, then, were enjoyed by many of 
the first game's fans - including me. 

But now I can fill my heart with joy once more, 
as Chibi-Robo! Photo Finder has hit the 3DS eShop 
in North America! Chibi-Robo is finally back, and 
he's available to the masses once more. 

For a Nintendo eShop title, you get a surprising 
amount of story in this package. You must help the 
mysteriously named Curator collect objects from 
the real world and put them in a museum. These 
objects are called "NostalJunk," and there are quite 
a number of them to collect. Finding these objects 
is actually a physical challenge, as you partake in a 


NINTENDO 
SKIP 


real-world photo hunt to find specific items, then 
snap pictures of them with the 3DS camera. 

While this is sound in theory, you'll run into a 
few issues along the way. Due to the low quality of 
the camera, you'll need to have the right lighting to 
snap each picture. And even then, the game doesn't 
always fully grasp the object you're trying to 
capture - you have to be quite precise. These 
moments are frustrating, and some players are 
sure to see them as a chore. 

But then you start to explore the other things 
that Chibi-Robo! Photo Finder has to offer - and 
happiness arrives almost instantly. While the 
worlds are certainly smaller than in the GameCube 
original, there's still plenty to see and do in them. 
You'll explore these worlds and make them, in 
typical Chibi-Robo fashion, a cleaner place. 

There are also various minigame challenges, and 
these are mostly interesting and fun to play 
through. You'll have to, for example, drive around 
in a toy car, deliver ingredients for a recipe or 
measure a certain distance in a room. They all have 
a surprising amount of difficulty to them and the 
wacky cast of characters assigning you these tasks 
make them even better. 

The best part of doing all this is that you get 
rewarded with Happy Points. These are crucial for 
unlocking more photo options - and filling up the 
museum with more varied photos will open up new 
opportunities to visit more oddball characters. 


Visually, the game shines. The various places 
you'll explore are rich with detail, and the 3DS 
adopts the style of the franchise quite well - the 3D 
effect adds to the experience of being a four-inch- 
tall robot as you hop around comparatively huge 
environments. (The various camera angles really 
make it all tick.) Special mention must also be 
given to the music, which provokes a variety of 
emotions. There are some relaxing tunes, a bit of 
smooth jazz and even an action theme to make the 
entrance of a certain character quite hilarious. 

Chibi-Robo! Photo Finder might not be the 
ultimate game in its franchise, but it offers a fun 
and varied take on the series. While the finicky 
camera and smaller scope may bum you out a little, 
you're certainly getting some good value for the 
price of admission. Here's hoping for even bigger 
adventures to come for you, little robot! - DAAN 
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8-Bit Mix-Up 
NES REMIX 


NES REMIX DEMONSTRATES that no gaming 
company is more adept at repackaging nostalgia 
in a refreshingly novel way than Nintendo. Take 16 
classics from the Nintendo Entertainment System 
library - from Donkey Kong and Wrecking Crew to 
Super Mario Bros. and The Legend of Zelda - chop 
them up into a series of rapid-fire challenges, and 
you've got an 8-bit Wayback Machine that reawak- 
ens seasoned players' muscle memory as well as 
introduces a new audience to the simple pleasures 
(and frustrations) of '80s arcade-style gaming. 

Each title is an accurate emulation of its NES 
original, but instead of playing from start to finish, 
you're dropped into a game already in progress 
and asked to perform a specific task, which can 
last anywhere from a few seconds to a minute or 
more. Your goal could be to collect all the fruit in 
an Ice Climber level or to cause your fellow riders 
to crash in Excitebike. Clearing a challenge as 
quickly as possible will award you up to three 
stars, which go toward unlocking more levels and 
additional NES games. You'll also earn Bits, used 
to unlock custom stamps for use on Miiverse (not 
unlike the stamps in Super Mario 3D World). 

Then there are the Remix stages, which alter 
familiar game parameters for a fresh challenge. 
For example, your goal may be to reach the flag 
pole in a Mario level, but the ground has com- 
pletely iced over. Or you must scale Donkey Kong's 
construction site as Link rather than Mario... and 


Get to the finish line in time using automatic turbo! 
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Defeat Gohma with your very last arrow! 


without the ability to jump. 

As aconcept, NES Remix is absolutely brilliant. 
Each challenge tests an individual skill required to 
master the source game. For those who never 
played these titles when they were new, it’s essen- 
tially Nintendo basic training - once you've com- 
pleted your retro regimen, you'll have gained an 
appreciation for the base mechanics upon which 
future Nintendo titles were built. And if you want 
to play a game in its entirety, a handy link on the 
stage select screen directs you to that game's 
Virtual Console page on the eShop. 

Yet it's the very catalog of included games that 
winds up dragging the whole package down. The 
big hitters like Mario and Zelda may be able to 
pass muster, but many haven't aged well – while 
others were never all that good to begin with. 
These are emulations, hampered by the same 
flaws as the originals: excessively stiff controls, 
poor collision detection, falling through platforms 
in Ice Climber even though your feet should have 
landed squarely on the ledge and so on. 

By the way, Nintendo's continued insistence 
that Urban Champion is some unappreciated gem 
is growing tiresome. It's a mercy that it only 
appears in a single stage. 

The majority of the 16 games were originally 
NES launch titles - a snapshot of the platform's 
modest beginnings, but hardly representative of 
what the machine is best remembered for. What 
about Metroid, Kid Icarus, Punch-Out!!, Super 
Mario Bros. 2, Super Mario Bros. 3, Zelda Il ог 
Kirby's Adventure? Is anybody really hankering to 
play Clu Clu Land again, especially over any of 
these far more deserving candidates? NES Remix 
feels tailor-made for DLC, so maybe those missing 
games will eventually find their way into the 
catalog. Maybe Nintendo will branch out and 
incorporate a few third-party favorites as well. 
There's a well of potential just waiting to be 
tapped. 

For all its shortcomings, NES Remix is a clever 
spin on the traditional video game compilation, 
but additional curating is required if it's ever to 
achieve true greatness. - TONY 
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Tee Time 


Wii SPORTS CLUB: 
GOLF 


GOLF IS THE third Wii 
Sport to arrive on the Wii 

U, following closely behind 
Tennis and Bowling (both 

of which we reviewed in 

our previous issue). Like 
those two games, it comes to 
the console with a number of improvements over its 
original version, including enhanced controls, online 
multiplayer, high-definition visuals, Miiverse integra- 
tion and several new modes of play. 

The most notable feature of this version of Golf is 
its use of the Wii MotionPlus, so the trajectory of 
your shots is now determined by the speed and angle 
at which you swing the Remote - just as in Wii Sports 
Resort. What sets this version apart from that one, 
however, is its use of the Wii U GamePad. 

Before each game, you're instructed to lay the 
GamePad on the floor, where it displays a bird's-eye 
view of the tee. While it's easy to dismiss this as a 
simple gimmick, in truth it actually adds a great deal 
of authenticity to the experience. Thanks to the 
GamePad, it's much easier to judge your swings, as 
you can see the angle of your "club" before you take 
a shot - and having the ball right at your feet 
provides a helpful frame of reference for how quickly 
to swing the Wii Remote. 

As with Tennis and Bowling, Golf is rounded out 
with three score attack training games: Pro Putter, 
Chip-In Bingo and Driver Challenge. Each is designed 
to improve your skills, and each one is a lot of fun 
thanks to the enhanced controls. They inject some 
welcome variety into the experience. 

Online play, too, works smoothly due to the turn- 
based nature of the sport, so you'll hardly experience 
any of the lag that marred the constant motion of 
online matches in Tennis. 

That said, Golf's transition to the Wii U isn't 
entirely seamless — the Wii Remote loses its calibra- 
tion frequently, forcing you to re-center the control- 
ler before nearly every shot. But its issues are fairly 
minor, and anyone who has enjoyed the earlier Wii 
Sports or Wii Sports Resort versions of this trip out 
to the links will definitely have fun with Club's fresh 
take on it. - KEVIN K. 
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New Package, Same Pills 


DR. LUIGI 


THIS ISN’T THE game | pictured. 

Sometime back in the early "905, a much 
younger me first thought up the idea for "Dr. Luigi." 
| imagined it as a straightforward sequel to Dr. 
Mario, one that would simply expand upon the 
gameplay of the original by adding green viruses to 
the bottle alongside the blue, yellow and red variet- 
ies. | told my Dad all about it one day, as he and | 
were facing off against each other in what was 
probably our 100th multiplayer match on the old 
NES Dr. Mario cartridge. He, of course, approved 
wholeheartedly. 

In the two decades that have passed since those 
days, I’ve never seen my gameplay idea for Dr. Luigi 
ever actually materialize. There have been several 
sequels and new editions of Dr. Mario in that time, 
but none has ever added a new virus color to the 
puzzler's original formula - rather, revisions have 
come in the form of expanded multiplayer options 
and alternate methods of control. This Dr. Luigi, 
newly released in the Wii U eShop, rounds up all of 
those decades' worth of modes and methods and 
repackages them in shiny high definition – while 
making a lone new contribution that feels like an 
awkward afterthought. 

If you've never played a Dr. Mario game before, 
the premise is simple - three different colors of 
virus have taken up residence in a pill bottle, and 
it's up to you to guide plummetting pills of the 
same three colors to line up with the miniscule 
monsters. When four or more viruses or pill 
segments of the same color align, either vertically 
or horizontally, they disappear - and any loose pills 
that were stacked on top of them get caught by 
gravity and fall further down, potentially setting off 
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chain reactions of more eliminations along the way. 

Dr. Luigi offers the classic version of this core 
gameplay through its Retro Remedy mode, and to 
this day it’s still a puzzle design that | love sitting 
down to enjoy for a few minutes at a time — 
whether by myself, or by continuing to challenge 
my Dad in our nearly quarter century's worth of 
competition at this game. Like Tetris, the funda- 
mental puzzle design of 1990's original Dr. Mario 
has proven itself to be timeless. 

This HD repackaging also includes the slightly 
more modern revision of the design first seen as an 
unlockable extra in 2007's Brain Age 2. Called Virus 
Buster, it transfers control to the touch screen and 
has you tapping and dragging larger, more slug- 
gishly descending vitamins with the stylus. It was a 
fun bonus back in the Brain Age era, but on the Wii 
U GamePad it's even better - the Pad is just the 
perfect fit for it, and Off-TV Play works wonderfully. 

Rounding out the carryovers from older editions 
is Dr. Luigi's online multiplayer mode, which is also 
enhanced here with easier matchmaking versus 
what we saw in 2008's Dr. Mario Online Rx. 

And then you have the awkward Operation L. It's 
the fourth and final mode on offer here, the one 
truly new piece of this package. It's weird. It only 
changes one aspect of the Dr. Mario design - it 
drops L-shaped double-packs of pills into the bottle 
instead of the normal, single vitamins – but that 
one change is so odd and cumbersome that | can't 
imagine it was meant as any real next step in the 
evolution of this franchise. You're constantly left 
dealing with your own leftover pills, the bottle piles 
up twice as fast, you can't ever manage to rotate 
them the way you want to... it isn't fun. 

Operation L seems like a last-minute addition to 
help Luigi-fy what would otherwise have been just 


another straightforward reissuing of normal Dr. 
Mario. I'm guessing Arika already had this game in 
the works as "Dr. Mario HD" or something similar, 
and then Nintendo saw how well fans were 
responding to all of the Year of Luigi marketing 
efforts halfway through 2013 - and Arika was then 
told to shoehorn Luigi into the doctor's office 
instead of his brother. 

The Year of Luigi branding is right there, staring 
at you from under Dr. Luigi's feet while you play. 
When you clear away viruses in Operation L, they 
explode with little Luigi hat-shaped visual effects. 
I'm as much of a Luigi fan as anyone, but this is all 
a bit much for me. Keep the marketing out of my 
Dr. Mario. 

Beyond that, the elements here that are simply 
"Dr. Mario HD" are excellent, and long-time fans of 
the core puzzle design should invest in this release 
for its great versions of the older game types. 

Dr. Luigi isn't the game that the younger me 
pictured. But that's OK, because I think he would 
have been pleased to know that even though green 
viruses would never show up in the bottle, he'd still 
get to enjoy over 20 years' worth of sequels, 
reissued editions and continued two-player 
matches against his Dad. Dr. Luigi 
celebrates those decades more 
than it does Nintendo's 
marketing efforts in 
2013, and that's the 
most important 
thing. - LUCAS 
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Can You Tangram? 


THIS TANGRAM PUZZLER had a 

successful Kickstarter campaign that 

we detailed in our last issue, and now 

the game is available for purchase in the eShop. 

In order to truly delve into a review of the game, 
it’s important to consider the demographic for which 
it was designed. This adventure can be completed in 
a matter of hours - so it would be easy to write the 
game off as unchallenging and overly simplistic. But 
my kindergartener dove right in and started solving 
puzzles. (He only asked for help a few times.) Grade 
schoolers would also enjoy the game for a quick 
diversion. 

The characters are beautifully rendered with a 
classic sprite style, and the story is funny enough to 
keep anyone entertained, even if the puzzles are too 
easy. It’s after the main adventure that the rubber 
really hits the road, as Challenge Mode unlocks. In 
this mode, handicaps are placed on each previously 
completed puzzle to make them much harder. 
Reduce the amount of blocks to build with - or take 


shapes away altogether - and suddenly a puzzle that 


took a couple of minutes can take upwards of an 
hour to solve. 
Once enough points are obtained from solving 


puzzles, an in-game store offers music and character 


bios for sale. There's also a sandbox mode where 
players can build anything with all pieces. 

Orion's Odyssey is great - for its target audience 
of younger kids. More experienced puzzlers may be 
disappointed with its difficulty level. - BRETT 
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Time to Blast Off Again? 


DON’T LET THE pretty pictures mislead you. Jett 
Rocket II: The Wrath of Taikai never takes off with 
its mix of 2D and 3D platforming - it's slow, bland 
and irritating. 

Shin'en Multimedia is the mastermind behind 
this eShop title, and the German-based developer 
is well known for showing off its technical prowess 
on Nintendo consoles. That reputation carries over 
to Jett Rocket II, which boasts glossy character 
models and a smooth frame rate - but what's 
lacking in the visual presentation is personality. 
Jett Rocket, a stiff-haired planetary inspector, 
looks like a Jimmy Neutron rip-off. The enemies 
mainly revolve around a few repetitive robotic 
designs. And then there's the fact that the main 
baddie, Kaiser Taikei, a machine, shows more 
character and liveliness than the main hero. 

That's never good. 

From a gameplay perspective, Jett Rocket II is 
heavily inspired by Super Mario 3D Land, and from 
a distance, the game looks like a worthy imperson- 
ator. But the controls feel slow, the hit detection is 
downright maddening and the levels never show 
much creativity. The 2D environments are defi- 
nitely a step above the 3D areas, offering a better 
challenge and more variety at least. The 3D locales 
seem like empty boxes at times, with just a few 
enemies thrown into the mix here and there. It's 
boring, especially when accounting for the 
sluggish pace of the title. 

The difficulty of the game is noteworthy, but for 
the wrong reasons. Once again, the hit detection is 
inconsistent for Jett, but even worse, the knock- 
back animation is ridiculously long. It makes Mega 
Man's knockback seem insignificant in comparison, 
with Jett spinning around and falling on his 
backside. (Honestly, that's not a bad metaphor for 
this game as a whole.) To top things off, Jett only 
has three hearts for stamina, so dying happens 
often. The game thankfully offers checkpoints, so 
my frustration never boiled over too much. 

Jett Rocket II also features a collection of trav- 
eling side stages and minigames. The side levels 
present short and varied challenges 
that properly harness the system's 
3D. Jett rides a wave runner, 


SHIN'EN MULTIMEDIA 


skydives and even mans a saucer ship at one 
point. Without a doubt, these small bursts are the 
high points of the game. 

The minigames, however, are terrible. Whether 
it's the seemingly unfair version of slots or a weird 
kick-the-can contest, these experiences are forget- 
table. Even worse, the minigames are pointless 
since players can just back in and out of Jett's 
adventure to restock his lives. With this option, 
there's no reason to waste time in these ill- 
designed bonus stages. 

Last but not least, in another cue from Super 
Mario 3D Land, Jett Rocket II has a whole other 
adventure after beating the main game. The 
Mirror Mode, as it's called, mixes up levels and 
lengthens the experience twofold. But in doing so, 
five golden cells must be found before completing 
a stage, adding an ill-advised collection mechanic 
on top of the already ailing gameplay. Needless to 
say, this alteration makes things worse. 

Shin'en Multimedia is capable of great things; 
just download Art of Balance Touch! to see the 
company's brilliance. 

Hopefully, Jett Rocket II is an anomaly, some- 
thing that stays in the far outer reaches of space, 
away from your 3DS. - EVAN 


Three Classics from Two Tribes 


TOKI TORI 


TOKI TORI’S ORIGINAL adventure has finally 
come to the Wii U, following the release of Toki Tori 
2 in mid-2013. This is nearly the most definitive 
version of the game to date, with most of the trim- 
mings from previous iterations (with the exception 
of the level editor), as well as the obvious graphical 
overhaul and GamePad support. 

The setup of Toki Tori is extremely simple - 
you're a tiny chicken, you have to save a select 
number of eggs in each stage, then you have to 
reach the goal. Your character can't jump, so you'll 
have to make due with lots of ladder climbing and 
falling from high distances to reach your objectives. 
But while the initial concept is uncomplicated, a ton 
of wrenches are thrown into the works as Toki Tori 
trots along - like enemies to fight and other deadly 
hazards. 

Thankfully, our hero has a decent amount of 
items to fight back with, such as ice bazookas and 
teleporters. Typically, you won't have the opportu- 
nity to waste even one of these power-ups, as every 
move you make must be perfectly calculated to 
achieve total success. The game has all the trap- 
pings of a frustrating experience, but a welcome 
rewind button and the ability to sit back and plan 
out your strategy help alleviate those issues. 

While | wouldn't call the visuals cutting edge, 
Toki Tori looks incredibly smooth on the Wii U (even 
on the GamePad), and it sounds great. It helps that 
the game is massive, with tons of different stages 
(in the form of "Normal" and "Hard" challenges) 
and bonus levels to complete. 

Toki Tori might be the best game that Two Tribes 
has ever made, which is why it's been re-released 
so many times. It's easy to get into, it's tough, and 
it lends itself well to the GamePad. - CHRIS 


RUSH 


TWO TRIBES' SECOND re-release from the 
WiiWare era is a more abstract, cube-based puzzle 
game. Your goal is simple - to place cubes in 
specific areas, letting them then get pushed around 
by direction-changing arrows on the ground and 
other gadgets, like conveyor belts. Each cube has a 
specific color (that's extremely vibrant, so it's easy 
to tell them apart), and each must fit into the 
same-colored goal at the end of each stage. Like 
Toki Tori, the fun is often had in simply starting a 
level and just looking around, plotting your course 
of action before you even place anything. 

Although the game runs pretty smoothly on a 
visual level, the controls take some getting used to. 
Specifically, rotating the map can be a chore, and 
it's very easy to accidentally swipe any number of 
other options before finally getting the game to do 
what you want. 

RUSH (despite its name) is more of a relaxing 
puzzle experience than most, due to the fact that 
you don't really have any consequences for failure. 
You can just keep trucking from the last checkpoint 
should you run a few cubes off the rails, and you'll 
also be able to utilize an unlimited amount of hints. 
Having said that, it's also quite difficult at points, 
with some puzzles (70 in total) requiring that a 
large number of steps go just right before the 
solution pops up. 

The GamePad can be used throughout the entire 
game, with the action displayed both on the TV and 
the pad itself. unfortunately, everything is touch- 
based with zero option for button controls (outside 
of zooming), which feels like a waste. 

Despite a few rough edges, RUSH has brain- 
racking puzzles for everyone to enjoy - even the 
most hardcore of puzzle fans. - CHRIS 


EDGE 


OUT OF THE three games re-released by Two 
Tribes on the Wii U, EDGE is the most interesting. At 
first glance, it looks like a puzzle game - but it's 
actually more action-oriented than it lets on. 

Similar to how you must lead a group of auto- 
matically advancing cubes to the end of the line in 
RUSH, EDGE only requires you to move one - but 
you have full control of it. The only catch? Levels 
are cube-based with varying degrees of height, 
with the emptiness of space filling every other gap. 

Your cube can actually rotate to "roll" itself from 
place to place, as well as flip up small heights and 
"catch" itself onto platforms to hitch a ride. The 
cube needs some form of momentum to achieve 
most tasks, so you actually have to hold down on 
the action button to get a rolling start. This is not 
only useful for pulling off some of the trickier 
maneuvers in the game, but it's also imperative for 
racing to the end as quickly as possible. 

At first, it's extremely difficult and all kinds of 
frustrating to get the hang of some of EDGE's new 
concepts. But if you stick with it, it turns into a very 
rewarding experience, particularly because of its 
grading system (with rankings that go all the way 
up to S4). 

It's also a bit more competitive in nature, as the 
entire game is scored, and there are collectibles to 
grab in each stage that also serve as speed boosts. 

Visually, the game is pretty stunning, with a 
rocking retro soundtrack that compliments it per- 
fectly. 

Don't be fooled by the game's setup and by Two 
Tribes' puzzle-heavy pedigree (especially since it's 
following those other two games on this page). 
EDGE is very much a high-octane experience, 
meant for fans who prefer speedier play. - CHRIS 
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Fly through the Fantasy Zone 


BACK IN THE day, Sega’s 

Space Harrier was known as one of the wackiest games on the 
market, taking place in the fictional "Fantasy Zone" universe. 

Now, it’s available in full 3D glory on the Nintendo 3DS. But this 

isn’t just any old version of Space Harrier, as Sega has opted to 
provide the arcade version of the game, with all the bells and whistles. 

From a third-person perspective, you’ll fly and blast your way through a 
variety of enemy types and stages, from frozen tundras to deserts and to areas 
that simply can’t be defined within space and time. It helps that this version 
runs at 60 frames per second, has a beautiful 3D effect and offers up (optional) 
touch controls, with tons of unique settings to make it look like you’re viewing 
the game on an actual arcade cabinet. 

Space Harrier is a true classic, and if you’ve never experienced it before, this 
is a great way to get acquainted. Between this and a few of the other 3D 
Classics we’ve reviewed for you here, 

Sega is really showing Nintendo GENESIS, 1993 
how it’s done. - CHRIS SEGA M2 


Lean, Tilt and Move with the 3DS 


YOU REMEMBER THIS one - Super Hang-On 
was the "805 arcade cabinet equipped with an actual motorcycle for you to ride. 
It’s lost that sense of physicality in all of its home ports through the decades - 
Sega never figured out a way to get a full-size bike into players’ living rooms – 
but M2 actually found a way to emulate that experience in 3D Super Hang-On. 
Through a combination of the 3DS' gyroscopic capability and skillful software 
emulation, you can once again play this classic racer by "leaning your bike." It's 
such a fun addition – it shows M2 really wanted to go the extra mile. 

The 3D visual effects are more than just eye candy, too - they can also be 
helpful in spotting nearby riders and handling sharp turns on corners. 

Sadly, the game itself doesn't last long. You can play through four difficulty 
classes and an unlockable World Tour that extends the game's 
length, but it's all over in about two hours. That's a shame, but 
it's still worth buying just see how M2 has perfectly emulated 
the arcade experience ARCADE, 1988 
on a handheld. - EMILY SEGA M2 
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The Beginnings of the Blue Blur 


THIS ORIGINAL SONIC game 

holds a special place in my heart, even if its sequels significantly 
improved upon it. Nostalgia is why most people will download 
it, but this Sonic is just as enjoyable today as it was in the '90s. 

3D Sonic the Hedgehog offers the option to play either the 
Japanese or international versions of the game. Its new 3D effects 
also add subtle depth to the visuals, without becoming distracting or uncom- 
fortable. The backgrounds and sprites are displayed on different layers to 
create this 3D depth, and you can choose whether you want the 3D effects to 
"fall in" or "pop out." 

The game isn't perfect, as its old flaws still peek through - those moments 
where the pace of the game dramatically slows down, or the fact that some of 
the level design doesn't feel as clever or memorable as the sequels'. 

But M2 isn't to blame for those minor gripes, as they've done a fantastic job 
emulating the source material, flaws and 
all. As far as I’m concerned, this is the GENESIS, 1991 
definitive version of Sonic 1. - EMILY SEGA M2 


This Should Have Stayed Buried 


IT'S BEEN A quarter of a century since Altered Beast first hit 
the arcades, and we're being asked to "wise from our gwaves" 
once again. This time, Sega's famous centurions strut across 
the Nintendo 3DS courtesy of a 3D remake by M2. Power! Up! 

3D Altered Beast is a port of the Sega Genesis game. The premise is practi- 
cally legend: The evil wizard Neff kidnaps Athena, and Zeus resurrects two 
warriors to save her. (Presumably he's forgiven her for that biz where she broke 
out of his skull.) The game features five levels of kicking, punching and animal 
transformation. Its campiness has some appeal, but Altered Beast was never 
the best beat-'em-up in the first place. M2's port makes a valiant effort with the 
addition of features like local multiplayer, but the end result is still a primitive 
action game that's exceedingly short and doesn't hold a Roman candle to 
classic brawlers like Final Fight. 

If you're a retro collector, go for it. GENESIS, 1993 
Otherwise, stay in your grave. - NADIA SEGA M2 
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The Porpoise-Driven Life 


ECCO THE DOLPHIN 

has always been a hauntingly beautiful game, and it remains so 

on the 3DS, where the added 3D effect subtly enhances the feeling of isolation 
as you navigate the dark ocean depths. However, the joy of flipping through the 
air as the titular bottlenose dolphin belies one of the most frustrating games of 
the Genesis era. 

Controls are extremely finicky — it's not uncommon to attempt a dash attack 
on an enemy only to miss and wind up incurring damage - and the need to con- 
stantly monitor your oxygen meter adds undue stress while you're attempting 
to solve the numerous undersea puzzles. On the upside, the ability to generate 
a Restore Point at any time is a welcome feature that eliminates having to redo 
entire levels from the start. But most notable is the new "Super Dolphin Mode," 
which allows you to play the entire game with permanent invincibility and 
unlimited oxygen, transforming an otherwise infuriating exercise into a gentler 
one that allows for unrestricted 
exploration and experimentation. GENESIS, 1993 
- TONY SEGA M2 


Experience the Spin of a Lifetime 


GALAXY FORCE II'S gameplay is similar to 

Star Fox's – you pilot a spaceship across the surfaces of multiple planets and 

blast away at enemies nearby. Because it was originally designed to steal your 

quarters in an arcade, it's not surprising that this game can be brutally difficult 

- moreso than the others on these pages that were designed for Genesis first. 
On a technical level, 3D Galaxy Force II pushes the envelope to become the 

most impressive 3D conversion from the wizards at M2. The visuals are packed 

with detail, while everything runs at a smooth 60 frames per second with 

stunning 3D stereoscopic effects. The game uses assets from its 2007 port to 

the PlayStation 2, which were four times the resolution of the arcade original. 
3D Galaxy Force II is fast-paced with intense action, and if you're 

looking for a challenge, this game might be up your alley. It's 

remarkable to see how much care and effort went into this, 

and without making any 

sacrifices either. ARCADE, 1988 

- EMILY SEGA M2 


The Sound of the Streets 


STREETS OF RAGE, 

originally out on Genesis in 1991, is a classic Sega beat-'em-up 

with awesome music made by renowned gaming composer Yuzo Koshiro. It's 
got three playable characters and multiple endings, but really, other than that, 
this first game in the series isn't much more than a brawler that's oozing with 
style. 

You punch. You jump. You jump kick. It doesn't get much more complicated 
than that. 

What makes this run-of-the-mill design worth playing on 3DS is the love 
that's gone into this 3D remake, from the fantastic stereoscopic 3D to the inclu- 
sion of two-player Download Play. It even features a one-hit kill mode, along- 
side a mess of other customization options that should make it easier for 
newcomers to jump in. The original Streets of Rage might be bested in quality 
by its sequels, but this first entry remade on 3DS is worth checking out, if only 
to put on some headphones and 
punch some dudes to the totally rad GENESIS, 1991 
soundtrack. - NEAL SEGA M2 


2153 деј 23870275 


The Ninja Master Returns 


SHINOBI III IS one 

of the venerable master 

ninja's high-water marks for Sega, and it's a fitting choice for inclusion 

in the company's 3D Classics lineup. This upgraded version features a choice 
between two styles of 3D visuals and controls, allowing you to mimic either the 
three- or six-button controllers from Sega's Genesis era (we prefer the latter, 
dubbed as "Expert" mode). 

Seven challenging Neo Zeed stages await as you guide Joe Musashi through 
your choice of four difficulty levels. Even the easiest setting has its challenges, 
though, and thanks to the addition of Restore Points and a Round Select, these 
are a little more manageable than they were back in 1993. Fans of the more 
recent Nintendo 3DS Shinobi should feel right at home. - DAVID 
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The Search for Zero 


MEGA MAN X2 


| HAVE LONG maintained that 

even the worst Mega Man game is 

still better than much of what is 

available on the market from other franchises. And 
while Mega Man X2 is certainly not anywhere near 
the worst of its series, it fails to be to Mega Man X 
what Mega Man 2 was to its predecessor. If anything, 
it feels like a very small step backward - but a step 
only the most fervent players of the original are 
likely to notice. The music, while still very good, 
doesn't sound as rich; the graphics, while as good (or 
in some instances better) as before, lack some of the 
smaller, loving touches of the first game. Even the 
controls, which are still at a level many in the 
industry should strive to match, somehow feel just 
slightly, slightly off from the original. 

The overall game will feel very familiar to players 
of the original, as Mega Man games tend to – you 
ake out an intro stage which sets the pace of the 
story, you take on eight Mavericks and acquire their 
weapons (along with other upgrades in the process), 
hen proceed on to the final set of levels. Rather than 
he Rock-Paper-Scissors order of conquest offered by 
he first game, in which finishing one level would 
alter another in some way, you instead have three 
X-Hunter bosses who move from one level to another. 
f you track them down and defeat them, your reward 
is a broken piece of X's partner, Zero - gathering 
hem all allows you to restore him to life. If you fail 
to find all of Zero's body parts, though, the punish- 
ment is having to fight him as an enemy at the end of 
the game. (Which isn't much of a punishment at all — 
in fact, that fight is one of the best in the series!) 

The Wii U offers its usual complement of VC 
features, but | personally found it uncomfortable to 
play with most Wii U-compatible controllers. This 
game is a little more intense than the original in 
terms of using the now-standard dash function, and 
keeping the buttons mapped the same way and 
trying to hold the controller as before felt a bit 
awkward at times. But if you're comfortable with the 
Mega Man Zero titles, mapping the function to the 
shoulder buttons can help. - DAVID 
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Bells of Fate 


KNYTT UNDERGROUND 


MIXING THE METROID structure with a 
bouncy ball mechanic sounds promising on paper, 
but the execution leaves a bit to be desired in 
Knytt Underground. 

The indie game comes from the mind of 
Nicklas Nygren, who paints his world using an 
almost scrapbook mentality. Each screen looks 
like a black sheet of construction paper with 
pathways ripped out in various designs. The back- 
grounds include fruits, flowers and even steam 
machinery, giving the title a unique look that 
serves as one of its major strengths. But the 
world ultimately feels far too large and sparse 
with its maze-like structure. 

Taking control of Mi Sprocket, a mute girl who 
explores with two fairies at her side, players 
traverse the unusual environments with precise 
controls in a traditional 2D platformer way. With a 
click of the right shoulder button, Mi transforms 
into a bouncy ball, which opens up intriguing – 
and fun - puzzles. But standing in the way of real 
enjoyment are too many long corridors and 
vacant spaces, which feel more like padding to 
the adventure's content than they do parts of an 
interconnected world. Too many times | wanted 
to take on the next challenge, but instead had to 
deal with tediously navigating the labyrinth-like 
underground universe. 

What's ironic about this criticism is the fact 
that the first two chapters of Knytt underground 
(which serve as tutorials) offer a more straight- 
forward approach to gameplay. The first teaches 
players how to maneuver and climb with Mi, 
while the second introduces the ball mechanic. 
These early slices of the game present the chal- 
lenges without much fluff, a mix | found myself 
wanting more of in the main adventure. 
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Knytt Underground shines once Mi starts 
jumping and bouncing through robot- and trap- 
filled environments. The obstacles and puzzles 
are almost universally clever and entertaining, 
especially when the game throws in power-ups. 
(There’s something very satisfying about flinging 
Mi off of an edge, transforming into a ball mid- 
flight for a high bounce off the ground, snagging 
a power-up on the rebound and then utilizing 
that ability to reach a desired area.) 

The backstory behind Mi's adventuring is a 
religion-heavy tale that teaches acceptance and 
understanding of all types of faiths and follow- 
ings - at least from my interpretation. Knytt 
Underground takes place after the destruction of 
Earth and the human race. With the surface unin- 
habitable, new races - Sprites (Mi, for example) 
and Tails, plus many others - migrated under- 
ground to live, creating new worlds and new reli- 
gions over time. 

Mi's journey focuses on ringing six bells to 
avoid the destruction of the underworld, and the 
mute girl ventures forth with two fairies who 
behave more or less as a shoulder angel and 
shoulder demon. Players have the freedom to use 
either as the mouthpiece for Mi, with Dora 
offering a more innocent voice and Cilia dropping 
F-bombs and sarcasm left and right. The writing 
is vague in places and deals a lot in metaphors, 
wanting players to invest themselves into the 
narrative and find their own understanding of the 
story and the anticlimactic ending. The result is a 
slow-burning tale, but one that spins a distinct 
narrative. 

Standing out throughout the adventure is the 
soundtrack - every time | turned the game back 
on, the immersive tunes made my ears tingle 
with delight. 

Knytt Underground is at its best when players 
are switching back and forth between Mi's forms 
and solving obstacle-based puzzles. 

But too much gets in the way of 
its strengths, leading to a memo- 
rable experience, but not a truly 
great one. - EVAN 
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Cool Whip 


SUPER CASTLEVANIA IV 


THIS FOURTH INSTALLMENT in the 

Castlevania series blew SNES owners away 

back when it originally launched in 1991. It seemed to push 
the Super Nintendo to its limits, featuring gorgeous sprites, 
absolutely astounding music and superb Mode 7 technology. 
It isn't just flash, though - those bells and whistles are 
wrapped around an extremely tight and satisfying classic 
Castlevania experience. While quite a few years have passed 
since this title first hit the streets, it still wows just as much on 
Wii U. 

While beautiful sprites were present in many a Super 
Nintendo game, Super Castlevania IV was infamous for utiliz- 
ing much larger characters than most games. This on-screen 
presence helped bring the focus of Castlevania's platforming 
action in a little closer to the player, a visual approach that 
also added a level of impact and connection that hardly any 
other games have managed to achieve. Super Castlevania IV 
marked the most immersive Castlevania experience to date. 

While gameplay did remain true to the original Castlevania 
titles, there were certainly a few tweaks to set things apart. 
One change that's instantly obvious comes from the multi- 
directional whip - now you're able to swing your whip at all 
sorts of angles, even allowing for the whip to limply hang in 
front of you for insane flailing. You can also crouch-walk your 
way out of sticky situations, whether avoiding Medusa heads 
flying above or spikes waiting to impale you. Again, these new 
features are married with traditional Castlevania mechanics 
to bring the series to a new level. 

While the actual gameplay is top-notch, the game's 
soundtrack deserves just as much praise. As you might 
expect, you get a handful of returning NES Castlevania tunes, 
albeit reworked/remixed to brand new heights. The Super 
Nintendo was very well known for offering up some outstand- 
ing audio, with Super Castlevania IV really showing off just 
what could be done. There's also a collection of tunes that 
were created just for this game, some of which haven't been 
heard since. Every single track is truly memorable and per- 
fectly crafted for the level you find it in. This soundtrack 
heightens your Dracula-chasing experience, really making you 
feel like an unstoppable vampire killer. 

If you haven't played Super Castlevania IV, you owe it to 
yourself to download this title right now. You're more than 
likely familiar with what the Castlevania franchise offers, but 
if you want to see what it could do at the peak of its original 
form, you cannot go wrong here. Every bit of the game is an 
experience that's sure to impress. This game may not have 
the same power to wow new players on a technical level as it 
did back in the day, but the entire package remains a power- 
house adventure every step of the way. - KEVIN C. 
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Toad's Time to Shine 
WARIO'S WOODS 


WARIO'S WOODS IS 

one of my favorite puzzle 

games of all time. Starring 

the underutilized Toad, it's part falling- 
block puzzler and part action platformer. 
It sounds crazy, but you'll be running 
around as Toad grabbing bombs and 
enemies, then shifting them around to 
build same-color rows and columns to 
clear them, like Dr. Mario. This is all easy 
to get used to, as Wario's Woods features 
a comprehensive tutorial mode, which 
isn't normally found in puzzle games. A 
fun head-to-head two-player mode also 
sweetens the pot, as do its memorable 
boss encounters. I'd prefer the SNES 
version over this 8-bit edition, but, either 
way, Wario's Woods is a superbly unique 
game. - CHRIS 


Ari Asa ORIGINAL RELEASE: NES, 1994 
PUBLISHER: NINTENDO 
Ele e DEVELOPER: NINTENDO R&D1 


fx 
El 
2% 
bx 
vA 


Hold On! 


NINJA GAIDEN III 


THE OLDER GAIDENS are 

notoriously difficult, but due to some 
welcome changes with level layout and 
enemy design, this second NES sequel is a 
bit more manageable. In fact, upgrade- 
able weapons and an improved sub- 
weapon system are probably the most 
appreciated additions, and protagonist 
Ryu is now a bit more mobile. While it’s 
not the biggest leap forward, Ninja Gaiden 
lll: The Ancient Ship of Doom still provides 
great, challenging retro action. - CHRIS 
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Kickin’ it Old-School 


DOUBLE DRAGON 


IT'S THE YEAR 19XX. 

Nuclear war has ravaged 

the world, and survivors 

are forced to abandon shirts and wear 
jean jackets with the arms cut off. 

A girl named Marian is hauled off by 
the Black Warriors like a sack of potatoes, 
and her boyfriend, Billy, begins a quest to 
save her. All that lies between Billy and 
the liberation of his love are 600 kicks to 
an assortment of thugs’ faces. It was fun 
in the '80s, and it's fun now. 

Double Dragon for the NES is as old- 
School as a beat-'em-up gets. This is not 
the arcade game - there's no tandem 
two-player mode, even though the game's 
name suggests it – but sloughing off 
chunks of Abobo's life with your fists is 
still oh-so pleasurable. - NADIA 
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Blast /Em! 


CONTRA III 


THE ONE AND only SNES 

sequel in Konami's classic run 'n gun 
series, Contra 111: The Alien Wars is one of 
the best examples of its genre. It greatly 
improves on everything that came before 
it with great graphics, music, effects and 
gameplay, and has proven difficult to rival 
since then. Unlike its predecessors, it 
provides three difficulty levels, and while 
Easy is simple enough, Hard is where only 
the best will shine (short of spamming the 
Wii U's Restore Points). - DAVID 
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Have Fun Storming 


the Castle! 
CASTLESTORM 


THE Wii U eShop has been 
light on tower defense games, but that 
gap is now filled by CastleStorm. 

Zen Studio’s latest puts you in the 
shoes of Sir Gareth, a knight who has to 
lead an army to victory. The story has its 
moments, but it’s not exactly the reason 
why you would want to play the game. 
The cutscenes are a bit unattractive, 
with stiff animations and barely any 
voice acting. Beyond that lacking presen- 
tation, though, there's very little that 
should hold you back. 

The campaign features a variety of 
missions that introduce you to new 
gameplay mechanics along the way. 
Most come naturally - sending units out 
to fight and casting magic spells both 
work flawlessly on your first attempts - 
but you'll need some extra time to get 
the hang of launching projectiles. It's not 
bad, you just need to learn the ropes. 

Next to single-player fun, there are 
also options for local and online multi- 
player or for a simple CPU skirmish 
match. Every match will play out differ- 
ently, as you make clever use of your 
resources and defend the towers that 
you build. There's always something 
going on, and that makes the game 
exciting through and through. 

By playing matches and exploring 
deep enough, you'll then be able to 
unlock more content and get the most 
out of your money. 

And you will want to play more and 
more - because even though its story 
may make it seem a little stiff on the 
surface, CastleStorm is absolutely 
engrossing when you get the hang of it. 
- DAAN 
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Bursting at Their Seams 


TWO SECRET GIRLS-ONLY 

ninja schools battle each other in Senran 
Kagura Burst: The Hanzo Academy, which only 
accepts the good, fights the ominous Hebijo 
Academy, which accepts all. Each academy 
highlights five girls who appear to be normal 
high school students by day, but are training in 
secret to become full shinobi. 

This isn’t the kind of game that usually 
makes it to the West. Producer Kenichiro Takaki 
unabashedly admits that the first thing he 
thought to use the 3DS for was to make a game 
featuring women who were, well, well- 
endowed. Furthermore, as these characters 
take damage in battle, their clothes become 
shredded (with in-your-face cutscenes, leaving 
them wearing nothing but bikinis). 

It's all over-the-top and certainly risqué - 
the kind of content that isn’t normally seen on 
Nintendo’s systems. (But it’s not unprecen- 
dented either, as even the Metroid series shows 
Samus in a swimsuit if you finish some of its 
games fast enough.) 

Senran Kagura Burst provides more than 
just a provocative depiction of its cast, though; 
its action consists of side-scrolling brawler 
areas, broken down into several missions. 
Gameplay focuses on chaining massive combos 
with hack-and-slash-heavy gameplay and secret 
shinobi attacks. Like many brawlers, the game 
frequently feels like an exercise in button- 
mashing. However, each girl has her own 
fighting style and accompanying combo 
sequences, which diversifies attacks somewhat. 
Unfortunately, areas and enemies are 


extremely repetitive and feel like an after- | “a 
thought. And the main brawler sections inexpli- : — 
cably have 3D disabled. ј \ X 


Senran Kagura features visual and written 
novel portions to provide story, which is sur- 
prisingly deep, given the subject matter. As it 
progresses, each of the clichéd characters has 
her turn in the spotlight (the Hanzo girls star in 
the "Skirting Shadows" missions, while 
"Crimson Girls" tells the stories of the Hebijo 
Academy). 

The game retains its original Japanese voice- 
work and features English subtitles. It’s also 
packed with unlockables, including new moves, 
powers, music, artwork and, of course, new 
outfits to take advantage of stereoscopic 3D. 

Overall, Senran Kagura Burst is an aberrant 
union of story, beat-'em-up gameplay and lewd 
character design. Though there's plenty of 
character development and lots of content, the 
core gameplay is monotonous, and the fanser- 
vice could benefit from some subtlety. (Though 
the game prides itself on the opposite.) 

- AARON 
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YEAR IN PREVIEW 


Recapping everything we know so far about the biggest games scheduled to 


arrive on Wii U and 3DS later this year (and then speculating about the rest). 


" 
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DONKEY KONG COUNTRY: 
TROPICAL FREEZE 


Rambr' crashing the party once again in 2014. 


SEVERAL OF 2014'S biggest releases previewed on the following pages are months away 
from their debuts on store shelves, and we've had some fun speculating about what different 
characters, gameplay mechanics and other elements their final versions may include. There's 
not much speculation left to be done for Donkey Kong Country: Tropical Freeze, though, as its 
launch will come shortly after this issue's release - and most of its key details are already 
known to us. (Well, that's what we think. There's always room for hidden surprises, we hope!) 
To recap, Tropical Freeze is the Wii U follow-up to 2010's Donkey Kong Country Returns for Wii. DK 
and Diddy are back in action once again, fighting to reclaim their home, DK Island, after being kicked off 
of it by an invading force of wintry warriors who've covered the exotic isle in arctic ice. The Kong duo is 
joined in their quest this time by Dixie Kong - returning to playable platformer hero status for the first 
time since the SNES era - and Cranky Kong, who was recently revealed to be the game's previously secret 
fourth playable hero. Cranky will use his cane to pogo-pounce on enemies and across dangerous terrain 
like spiked floors (just like another old-timer in gaming, DuckTales' Scrooge McDuck) and you can read more 
on him in his full character profile on Pages 58 and 59. 
The Kong quartet will also be getting assistance once again from Rambi, the charging rhino buddy who'll 
crash through foes with his usual lack of subtlely. Sadly, it seems he'll be the only 
returning animal buddy - unless, as | said, we get a surprise! It would be great to PUBLISHER: NINTENDO 


See Expresso the Ostrich or Enguarde the Swordfish make a return too. - LUCAS DEVELOPER: RETRO STUDIOS 
RELEASE: FEBRUARY 21, 2014 


SUPER SMASH 


DURING THE VIDEO that revealed 
Rosalina as a playable fighter, there was 
one moment that underlined why this 
series is so widely loved. The overseer of 
Super Mario Galaxy’s Comet Observatory 
has a unique fighting style where she 
remotely controls a Luma to fight from a 
distance - but before you can get your 
head around how this will work practi- 
cally, that orchestral Super Mario Galaxy 
theme kicks in. 

Every moment spent adventuring 
through the stars back in 2007 comes 
flooding back in a powerful rush of nos- 
talgia. The excitement builds. 

The new Super Smash Bros. is being 
developed in tandem for the Wii U and 
3DS. While both will share the same 
characters and gameplay, the Wii U 
version will feature stages and collectible 
trophies taken from popular home 
console games, such as Pikmin 3, 
Metroid: Other M and Wii Sports Resort. 

It's hard to imagine what new levels 
could still be announced without coming 
up with characters to go with them. A 
Donkey Kong Country Returns stage 
could be accompanied by Dixie Kong's 
twirling ponytail. How could we have a 
Kirby's Epic Yarn stage without Prince 
Fluff whipping his yarn around? (I'm still 
hoping for a Xenoblade Chronicles stage, 
but I'm not holding my breath for a 
playable Shulk. There are too many 
sword fighters in the series already.) 

Even if you only take the stages that 
have already been announced, ideas for 


PUBLISHER: NINTENDO 
DEVELOPER: NAMCO BANDAI 
RELEASE: TBA 2014 


BROS. FOR Wii 


more characters come thick and fast. The 
Wuhu Island resort stage - combined 
with the Mii Plaza stage in the 3DS 
version - strongly hint that the Mii may 
soon be joining the playable line-up. 
We've already seen the boxing ring stage, 
so where is Little Mac from Punch-Out!!? 
While it would be a stretch to say his Wii 
revival was a roaring success (saleswise), 
it could be enough to elevate him to 
playable status after his stint as an Assist 
Trophy in Brawl. 

Speaking of which, the return of Assist 
Trophies is another welcome sight. These 
items summon a random character to 
disrupt the fight, providing an opportu- 
nity to include characters who weren't 
popular (or human) enough to be 
playable fighters. Two new Assists have 
been confirmed recently: Skull Kid from 
Majora's Mask and Ashley from the 
WarioWare series. How they affect the 
fight has not yet been seen. Will Skull Kid 
pull the moon out of the sky, to send it 
crashing down onto the battlefield 
below? Will Ashley cast the "Pantalonus 
Giganticus" spell that features in her 
theme song? We can only hope. 

The true magic of Super Smash Bros. 
is how the game's director, Masahiro 
Sakurai, pays tribute to every game and 
every character without ever cheapening 
them. He's not just reminding us that 
these games exist; he wants us to 
remember why we loved them. When 
your childhood memories are treated 
with such care and respect, who can 
blame the fans for getting excited and 
speculating? It's half of the fun, after all! 
- MARK 


SUPER SMASH BROS. 


FOR NINTENDO 3DS 


NEARLY EVERYONE IS excited for a new entry in the Smash 
Bros. series, but let's step back a second and realize just how 
exciting the 3DS version is. Super Smash Bros. is going mobile for 
the first time since the series debuted in 1999. Nobody but 
Masahiro Sakurai and his staff know what surprises will await 
players when the game launches later in 2014, but what we know 
is only just exciting enough to make the wait bearable. In the 
seven months the official website has been open, we have been 
drooling over every screenshot. 

While there isn't going to be 3DS-to-Wii U cross platform play, 
there will be elements that will swap between the two systems. 
The 3DS version will focus more on character customization, and 
any changes can be transferred and shown on the Wii U version. 
Stages and trophies will be unique to each, but so far we know 
that the character roster will be the same. 

For stages, we've seen one based on The Legend of Zelda: 
Spirit Tracks that features Conductor Link in the Spirit Train. 
There will also be stages featuring Mario Kart 7's Rainbow Road, 
the Nintendogs' training facility, The Legend of Zelda: Ocarina of 
Time's Gerudo Valley, and levels inspired by Animal Crossing: New 
Leaf and Kid Icarus: Uprising. (There are screens from Find Mii, 
Fire Emblem and a generic-looking Mario-themed level that may 
turn into full stages as well.) The no-frills Battlefield stage that is 
great for non-distracting matches also returns as well. 

Also returning are Assist Trophies, but we haven't seen any of 
them in action on the 305 yet - so it's possible that characters 
like Skull Kid and Ashley will be Wii U exclusives, while the 3DS 
gets its own array of assistants. (The "normal" trophies won't be 
shared between versions, after all.) 

Regardless of how slowly the details leak or what those details 
are, the Nintendo Force can't wait to play this game! - BRETT 
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MARIO GOLF: 
WORLD TOUR 


CAMELOT KNOWS WHAT golf is all about, and their track 
record clearly shows it. They've worked with a variety of different 
companies over the past several console generations, adapting 
this same sport into accessible sims under a few different names. 
But whether it was called Hot Shots Golf, We Love Golf! or Mario 
Golf, each edition has always delivered an experience worth 
playing. Now, after a decade of waiting, it's finally Nintendo's turn 
to welcome the company back to the world of Mario. 

The Mario Golf games have always been a more relaxing and 
straightforward version of the sport, with simple controls and 
course designs that are always more playful than realistic. The 
new World Tour version - which is scheduled to come to the 305 
sometime this year - promises to deliver that same mix once 
again, with a cast of characters that includes all of our Mushroom 
Kingdom favorites. (And Waluigi.) 

Next to using the handheld's 3D visuals, the game will also 
make use of the system's heavy connectivity toolkit. You can go 
the regular route and take part in exhibition matches, playing at 
your own pace with the world as your playground. But even better 
than that is taking оп the world – you can participate in global 
tournaments by uploading your scores after completing a round. 
Will you be able to beat the best from Brazil? Japan? France? 

During these events, you'll either earn or lose points based on 
your performance - and the game will use your rating to find the 
best opponents for you to face off against next. It's an ongoing 
struggle to become the very best! You have to have the will to 
compete, but you might just make some friends along the way. 
And just like Mario Kart 7, World Tour will also offer communities 
where you can connect with distant players. 

World Tour is also offering local multiplayer, in which you can 
set special conditions like taking away super shots, 
organizing a time attack tournament or forcing 
everyone to play as the same character. Camelot's 
probably packing in many more features than these, 
and we can't wait to take all of it on - and go right 
for a hole-in-one! - DAAN 
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EVEN THOUGH ITS release is only a 
few months away, a lot of Mario Kart 8 is 
still shrouded in mystery. The Wii U itera- 
tion of the long-running kart racing 
series will feature motorbikes and 12 
racers active on the track at once - like 
2008's Mario Kart Wii - and hang gliders 
and underwater racing - like 20115 
Mario Kart 7. 

The few new features that are con- 
firmed aren't that numerous. It's con- 
firmed that Mario Kart 8 will run in 60 
frames per second for at least two 
players, and that anti-gravity racing is 
being added into certain tracks, making 
some segments resemble the F-Zero 
series' wild, twisting track design. The 
full effect of those sideways and upside- 


down moments isn't really felt while 
playing - though it can be felt in Mario 
Kart TV, the Miiverse hub that will 
feature video clips of players' races. 

In addition to supporting the Wii U 
GamePad and Pro Controller, Mario Kart 
8 will also support the Wii Remote, Wii 
Remote + Nunchuk and, of course, the 
Wii Wheel. (Don’t be shocked if Mario 
Kart 8 is bundled with a Wii Wheel – after 
all, it helped Mario Kart Wii sell millions 
of copies.) The entirety of Kart 8 can be 
played on the GamePad, but when you 
use both screens, so far the only func- 
tionality of the Pad we've seen is a large, 
touch-controlled button that appears 
and lets you honk your horn. 

As for what | want? | want a big, new 
single-player campaign. Ideally, some- 
thing like Diddy Kong Racing, but I'll be 
fine if Mario Kart 8 features a refined 
version of the stellar single-player expe- 
rience found in Sonic & All-Stars Racing 
Transformed. For me, after Mario Kart 7, 
I really felt the fatigue of the rote design 
of the series. Additionally, | wouldn't 
mind seeing some new faces as racers, 
maybe making this game a little bit more 
of a Nintendo Kart instead of just Mario 
Kart again. I'd love to see R.O.B. ог Mr. 
Game & Watch show up! Although I think 
Kirby, with his racing experience, would 
fit well as a secret character. 

Lastly, | want to see new items that 
call to mind Mario's latest adventures. 
Maybe some form of the Cat Suit or 
Double Cherry from Super Mario 3D 
World? We'll find out what's new and 
what's not soon enough, as Mario Kart 8 
is coming this Spring. - NEAL 
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YOSHI’S NEW ISLAND 


TO THIS DAY, 1995's Yoshi's Island stands as one of Nintendo's 
finest platformers. But for one reason or another, the rest of the 
dino's adventures have never quite been able to match it. 
Whether or not Yoshi's New Island can reverse this trend will be 
made clear this March, when the game launches in North America 
— but from what we've seen of it thus far, it certainly appears to 
be on the right track. 

With Takashi Tezuka in the producer's chair, developer Arzest 
seems to be addressing many of the issues that have plagued 
Yoshi's recent adventures. Gone, for instance, is the baby- 
swapping mechanic of Yoshi's Island DS (an interesting idea that 


YARN YOSHI 


NINTENDO HAS BEEN characteristi- to the way Super Mushrooms increase was ultimately hampered by its cumbersome execution), leaving 
cally silent on Yarn Yoshi - the tenta- Mario's size). If that's indeed the case, we Mario as the sole infant Yoshi will have to ferry across the game's 
tively named Wii U adventure starring can safely assume Yoshi will be able to stages. Likewise, the two-screen-spanning levels of the DS title 
Mario's dinosaur companion - ever since take damage in the game, making it have also been relegated to the past - now the action unfolds 


last year's Electronic Entertainment more challenging than Kirby's own yarn- entirely on the top screen, freeing the bottom one to display 


Expo, but that doesn't make us any less based adventure. important information like the number of coins you've collected. 
excited for it. While the game is still very One element we hope will be even With so many of its predecessor's features left on the cutting 
much shrouded in mystery, its pedigree more prevalent than it was in Kirby's Epic room floor, what elements can we expect to return in Yoshi's New 
and gorgeous visual style make it one of Yarn is interactive scenery, which gave Island? For starters, we already know the game will feature all of 
the most intriguing releases of the year, that game so much of its appeal. We'd the series' trademark collectibles, such as flowers and red coins. 
which should be enough to pique every also love to see Yoshi transform into dif- Yoshi also retains his ability to ingest foes and turn them into 

Wii U owner's interest. ferent vehicles as in the first Yoshi's eggs, which he can then use as projectiles. This time, he can even 

First, here's a recap of what we cur- Island. Regardless of what elements lay a giant, screen-filling egg when he swallows an oversized 

rently know about the title. Yarn Yoshi Good-Feel carries over from past hits, enemy, which can barrel through pipes and other destructible 


marks the lovable dino's first home though, we're certainly excited to see 
console adventure since Yoshi's Story, more of Yarn Yoshi, which looks like it'll 
and it comes by way of developer be one of the most charming games of 


objects around the environment. And with Nintendo on hand to 
oversee level design, we can be sure the game will feature the 
same blend of platforming and exploration that made the original 


Good-Feel, the studio behind Kirby's Epic 2014. - KEVIN K. 
Yarn. Like that game, Yarn Yoshi is a 
side-scrolling platformer dressed in a 
unique arts-and-crafts aesthetic, with 
patchwork backdrops and characters 
that wriggle and move as though they 
were made of yarn. 

Aside from that, we have little in the 
way of concrete details on Yarn Yoshi, 
but there are a few things we can ascer- 
tain based on the footage we've seen of 
it. For one, it appears gems will once 
again play a vital role in the adventure, 
as they can be seen scattered about the 
levels Yoshi will have to explore. We also 
know the dino will retain the ability to 
swallow enemies, though it appears to 
function a bit differently here than in 
previous titles; rather than turning 
ingested foes into eggs, it seems eating 
enemies in Yarn Yoshi turns the dinosaur 
himself into a crocheted plushie, pre- 
sumably giving him more health (similar 
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Yoshi's Island such a joy to play. 

As for elements we'd still like to see included in the design? For 
one, we'd love to see it take advantage of StreetPass, which could 
help increase the game's longevity. We're also keeping our fingers 
crossed for a multiplayer mode, if only to let us compete against 
other players in minigames (presuming they return as well). And 
maybe we could get some kind of story explanation for why Baby 
Mario's once again separated from his parents? With March only a 
few weeks away, we won't have to wait too long to see if Yoshi's 
New Island will live up to our expectations. - KEVIN K. 
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SHIN MEGAMI TENSEI 
X FIRE EMBLEM 


DURING THE NINTENDO Direct video presentation on January 
23, 2013, Nintendo announced Shin Megami Tensei X Fire Emblem, 
a collaboration between Atlus and Intelligent Systems that would 
merge the universes of both high-profile role-playing franchises 
for an unprecedented Wii U journey. But aside from the name, no 
other information was shared with the public concerning how it 
would play or what it even looked like. 

Over the following year, both Fire Emblem: Awakening and 
Shin Megami Tensei IV were released on the 3DS to critical and 
commercial acclaim, reigniting interest in both series and priming 
them for their upcoming home console union. Thus fans, eager to 
glean any new tidbits regarding the crossover, sat in rapt atten- 
tion as Nintendo and Atlus revealed... 

Absolutely nothing. 

Well, that’s not entirely true. Back in July, Nintendo producer 
Hitoshi Yamagami prematurely let slip that the game would take 
place at least in part in the modern world, born out of his desire 
to set the next Fire Emblem installment in a contemporary envi- 
ronment. He approached several companies with the idea, and it 
was Atlus that suggested his concept would gel well with 
MegatTen. 

Without so much as a piece of concept art to pore over, all we 
can do is speculate about the game’s framework. The announce- 
ment trailer flashed the images of characters throughout both 
series’ history, so it's safe to assume that the game's cast will 
feature a non-canon assortment of all-stars. 

Now, MegaTen titles are dungeon crawlers whereas Fire 
Emblem games are permadeath strategy RPGs – how will these 
styles be consolidated? Perhaps combat will play out on a grid as 
in Fire Emblem, but you'll be given opportunities to recruit 
demons into your party - the defining element of MegaTen's 
battle system. 

The truth is that we still know next to nothing about Shin 
Megami Tensei X Fire Emblem. Heck, we don't even know if it'll 
come out this year! Maybe the next Nintendo Direct will shed 
some much-needed light. - TONY 
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HYRULE WARRIORS 


ON DECEMBER 18, 2013, Nintendo 
President Satoru Iwata shocked the 
gaming world by announcing Nintendo's 
latest collaborative project: Hyrule 
Warriors. Although the name isn't final, 
the concept sure is, as it will feature 
Zelda's classic universe inside of a 
Dynasty Warriors gameplay shell. The 
debut trailer shows Link fighting some 
Skyward Sword-themed enemies in open 
fields and in castles, with both regular 
attacks and "Musou" (super) abilities. 
Looking at the UI, it appears as if Zelda's 
signature heart-based health system is 
intact, as are items (a bomb and various 
potions are shown in the video), along- 
side what seems to be Dynasty Warriors’ 
signature "Musou" gauge. 

Nintendo could go in a lot of different 
directions with the Hyrule Warriors 
project, and get new fans acquainted 
with the Warriors franchise in a big way. 
For one, by making nearly every world in 
the Zelda series playable - Termina, 
Hyrule (in its various incarnations over 
the years), Koholint and even Skyloft are 
fair game. While discovering these fully 
fledged locations in the proper games 
really isn't comparable to a Warriors 
battlefield on a smaller scale, | don't 
think any Zelda fan would turn down the 
opportunity to take out droves of 
enemies in iconic locations like Ocarina 
of Time's Haunted Wastleland, with the 
imposing Desert Colossus towering over 
them. This is the first (non-remake) HD 
and 3D Zelda after all, and Nintendo 
could really wow us with the locales. 

Multiplayer is another element I'd love 
to see fully implemented, as it has been 
in past Warriors games. The Zelda series 
is rich in characters, and seeing Link 
fight alongside Tetra and Ravio would be 
an incredible sight. At the very least, | 


hope Nintendo and Tecmo Koei end up 
implementing a "Zelda and Link" two- 
player co-op feature with full campaign 
support. Considering the fact that the 
first player could easily use the GamePad 
as a screen while the second player uses 
a TV, it would be easy to roam the world 
free without a tether-like limitation. 

Even as a fan of Dynasty Warriors, it's 
easy to admit that the franchise is fairly 
niche among the mainstream Western 
gaming audience for one major reason: 
it has a repetition problem. Warriors 
games are widely trashed for their 
shallow nature, which is a false notion 
that both parties could work to dispel. 
Nintendo fans love the Zelda franchise 
through its other works, largely in part 
because they're creative and offer some- 
thing new at nearly every turn. Nintendo 
could step in with Tecmo Koei and impart 
some knowledge as to how to improve 
Hyrule Warriors in that specific area, as 
well as offering some tips on the series 
overall. 

But note that | did say "Western" 
audience - Japan goes crazy for the 
Warriors games, and Hyrule Warriors 
could very well give the console a major 
boost in the Big N's homeland. 

Nintendo is really showing some ini- 
tiative with these collaborative cross- 
overs – with Atlus’ involvement in Shin 
Megami Tensei X Fire Emblem and 
Namco Bandai’s involvement with the 
new Super Smash Bros. The Big N really 
isn't afraid of trying new things with the 
Wii U, and even though sales aren't quite 
as high as their efforts have been, as a 
fan, I can't wait to see what they have in 
store for us this year. - CHRIS 
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ВАҮОМЕТТА 2 
Witch Time 2: Electric Boogaloo. 


WE'VE ENTERED THE year of Bayonetta's Wii U follow-up and 
details are still pretty scarce. What we know so far is a collective 
shard in the gigantic mirror that is Bayonetta 2 - her hair is 
shorter, her rival Jeanne is back in action, there's multiplayer and 
elements like Witch Time are returning. All of that sounds great, 
but what will the sequel really bring to the table? 

In terms of my wishlist, I'd love to see an entirely new set of 
weapons. Devil May Cry 3 really shook things up when it added 
the new "style" system to its franchise's core mechanics, and the 
variety of tools available helped differentiate it from its predeces- 
sors. What Bayonetta 2 really needs to do is keep the same core 
frame-perfect gameplay of the original and mix things up consid- 
erably with the ancillary bits. Just like how any over-the-top 
anime would constantly go "bigger and bigger" until it reached a 
peak, Platinum can really go all out this time, offering up an 
insane tale that wouldn't even come close to resembling 
Bayonetta's first outing. 

Multiplayer is also one big question mark, but we know that it 
will feature a two-player mode. My money is on a cooperative 
arena-like setting with Bayonetta and Jeanne working together, 
similar to Dante's Inferno's Trials of St. Lucia DLC. 

One of the original Bayonetta's best qualities was that it 
boasted a "complete game" without any DLC offerings, with 
Platinum famously stating "the game ships with everything you 
want." While I know that many fans wouldn't be opposed to 
thoughtful add-ons, we can only hope that their follow-up will 
come packed with content. 

It was brave of Nintendo to stick their neck out for this series 
and essentially make this sequel happen, and in many ways, it 
needs to pay off - it'll become one of the very few M-rated games 
that Nintendo has ever published. Although we could stand to 
know a whole lot more by now, this entire saga has already been 
one interesting ride for Nintendo and PlatinumGames. - CHRIS 


PUBLISHER: NINTENDO 
DEVELOPER: PLATINUMGAMES RELEASE: TBA 2014 


Aai 


gu” ae 


MONOLIT 


Li 


HSOFTSX 


The epic follow-up to the brilliant Xenoblade, 
"X" could be the defining game of 2014. 


AS THE LIGHT-SYNTHESIZER music 
slowly picks up, the screen fades from 
black and reveals a vast expanse filled 
with mountains in the background, 
giving us our first glimpse of Monolith 
Soft's tentatively named "X." Showcased 
at a Nintendo Direct in January 2013 that 
was packed full of surprises, that sym- 
phonic arrangement - along with the 
sense of scale shown in the initial trailer 
- stuck with me most out of anything 
from the presentation. 

Fast-forward to E3, and the drip feed 
for the title continued with another two- 
minute trailer. Still no hands-on time for 
the press, but plenty of footage was 
shown to satisfy fans' hunger for new 
information. 

X definitely looks like a spiritual suc- 
cessor to Xenoblade, which was lauded 
for its enormous open world and active 
combat system. X seems to retain both of 
these elements, with a focus placed on 
the grandness of the world in the first 
two trailers. Right away in the first 
teaser, Monolith shows the male pro- 
tagonist running up to fight a gigantic 
dinosaur monster, who dwarfs the size of 
our presumed hero. 

The second trailer puts a major 
emphasis on Dolls, which seem like the 
primary vehicles for travel. These large 
mechs also transform and play a role in 
combat, though information is still vague 
on the latter point. Needless to say, the 
relationships between players and Dolls 
looks to be at the heart of this upcoming 
Wii U game. 

But back to the astounding music. 


PUBLISHER: NINTENDO 
DEVELOPER: MONOLITH SOFT 
RELEASE: TBA 2014 


The soundtrack comes from Hiroyuki 
Sawano, who is best known for his work 
in anime films and TV series. This is his 
first venture into gaming, and from the 
two early arrangements, Sawano is 
crafting a rare treat for our ears. The two 
tunes are unique, slightly futuristic and 
grand, attributes that the game also 
Seems to possess. 

And while the musical score sounds 
promising, Nintendo needs to apply the 
same resources and work for a stellar 
voice cast. For me, the Xenoblade voice 
acting was subpar - even groan-worthy 
in places, specifically "Reyn time" - so a 
talented cast and better localization 
could elevate the title as a whole. 
Nintendo of America has been hit or miss 
with voiceovers throughout the years – a 
low point being Metroid: Other M – but 
recent hits like Kid Icarus: Uprising prove 
the company can succeed in this area. 

Multiplayer also pops up in a few 
screens, implying that four people can 
join up to slay beasts and adventure 
together. Hopefully this happens seam- 
lessly throughout the world and isn't rel- 
egated to a separate mode. Nintendo 
doesn't have too many fully featured 
online offerings - exceptions being Mario 
Kart and a few other titles - so X could 
serve as a significant entry into this 
realm. Online voice chat and guilds could 
create an MMO-like feel, a genre that 
Nintendo has yet to explore. 

Let's not forget about Miiverse, either. 
We haven't seen the social network 
implemented within a massive RPG, so 
the possibilities are endless. Hopefully, 
Monolith's team has some cool ideas. 

With unparalleled potential, X looks 
like it could be the defining adventure 
we've waited years to go on. - EVAN 
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YEAR IN PREVIEW 


IN REVIEW $ 


WE HAD DOZENS of games to look forward to in 2013, but decided to give special 
emphasis to a few, including Rayman Legends. Our preview praised the upcoming 
adventure and even defended the delay that had pushed it back into 2013 to begin 
with. Little did we know that it would then go on to be delayed again - all the way 
to September - and it would lose its status as a Wii U exclusive too. Ouch. 


VS.ACE : 
ATTORNEY 


But Rayman's delay seems trivial compared to the amount of time American fans 
have now been waiting for Professor Layton vs. Phoenix Wright: Ace Attorney. This 
game was featured in Nintendo Power's 2012 Preview two years ago, then given 
special attention in our debut issue one year ago, and it still hasn't been released. 
It's finally scheduled to arrive some time in 2014 - let's just hope it really happens. 


OUR WISHLIST 


We're wrapping up our look into the future with some wishful thinking. 
These games aren't confirmed, may not even be at all ikely. 


Lastly, we threw all sense out the window to compile a pie-in-the-sky 2013 
wishlist, which included a couple of requests for big third-party titles to hit Wii U. 
(Didn't happen.) Two wishes did come true, though. The rumored "Yoshi Land" was 
confirmed to be real (it was Yarn Yoshi), and Retro's next project was revealed. 
(Donkey Kong Country: Tropical Freeze.) Two out of five isn't bad, right? - LUCAS 


AWARDS == 


THE NOMINEES 


Another calendar year has come and gone, and that means it’s once 
again time to show honor to the best of the best from the last 12 months. 
Here are our nominees for the 2013 NF Game of the Year Awards. Voting 
will take place on NFMagazine.com - we'll open up the polls for one 
category at a time throughout the month of February, so check back fre- 
quently to see when each new round of voting has begun. And if you 
think we've missed including a game that should be on these lists, write 
in and tell us! These are your awards too, not just ours! 


3DS eShop Wii U eShop 


Attack of the Friday Monsters! Animal Crossing Plaza 
A Tokyo Tale BIT.TRIP Presents: Runner2, 
The Denpa Men 2: Future Legend of Rhythm Alien 
Beyond the Waves Dr. Luigi 
Harmoknight DuckTales: Remastered 
Mighty Switch Force! 2 Mutant Mudds Deluxe 
Phoenix Wright: Ace Attorney New Super Luigi U 


SteamWorld Dig Wii Sports Club 


3DS Wii U 
Animal Crossing: New Leaf Disney Infinity 
Donkey Kong Country Vi rtual Console The Legend of Zelda: 
Returns 3D The Wind Waker HD 
Fire Emblem: Awakening EarthBound LEGO City Undercover 
The Legend of Zelda: The Legend of Zelda: Oracle of Monster Hunter 3 Ultimate 
A Link Between Worlds Ages & Oracle of Seasons Pikmin 3 
Luigi’s Mansion: Dark Moon Mega Man 2 Rayman Legends 
Mario & Luigi: Dream Team Mega Man 3 Skylanders: Swap Force 
Monster Hunter 3 Ultimate Mega Man X Super Mario 3D World 
Pokémon X & Pokémon Y Shantae Wii Fit U 
Project X Zone Super Castlevania IV Wii Party U 
Shin Megami Tensei IV Super Metroid The Wonderful 101 
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TIPS, TRICKS AND SECRETS 
IN THE MUSHROOM KINGDOM 


Unlock the Year of Luigi minigame, access playable 
Rosalina and speed-run ice levels like a pro. 


IN CELEBRATION OF the Year of Luigi, Super Mario 3D World features numerous 
hidden 8-bit Luigis. Some are even playable - Luigi Bros., a modified version of the 
Mario Bros. arcade game, is unlocked by beating the first eight worlds. But if you have 
New Super Luigi U save data on your system, you can play the bonus competitive co-op 
game from the get-go. It's accessed from a Luigi icon that appears in the bottom-left 
corner of the title screen. 

Rosalina automatically joins your adventure after completing World Star-2. She's 
slow, but packs the spin attack from Super Mario Galaxy - and she's just the start of a 
series of challenging unlockables. To unlock the final world, find all the stars and 
stamps and tag the top of every flagpole. That's not enough to unlock the final five 
character stickers — you need to beat every stage with every character. To accelerate 
the process, reach, but don't touch the flagpole in a stage with a character who hasn't 
completed it yet. Using three additional controllers, add more players to the game. 
Maneuver each character next to the flagpole, two above and two below, facing it. 
Quickly press jump on all controllers. You'll get credit on that stage for each of those 
characters. Remove the characters from the game, and repeat on the next stage. 

Toad may run the fastest of all the heroes, but even his usual top speed pales in 
comparison to how fast you can make any character go in ice levels. Get a running 
start on an icy surface. Crouch repeatedly (ZL or ZR) as fast as possible. The faster you 
tap, the faster you'll go. You can combine this trick with another – when powered up as 
a cat, use the scratch attack. If you then jump as soon as you land, you won't lose 
momentum, and you'll fly through the level at supersonic speed! - AARON 


WiiSports C ШО 


000810 065310 


CERTAIN STRIKE 100 pins at once! DRIVING DAS SHOE 


IN 100-PIN BOWLING, you can get an easy strike by Find Kuribo’s famous footwear. 
moving your Mii all the way to one side (the left side if 

you're right-handed, or right side if you're left-handed). ONE OF RCR'S most well-hidden 

Throw the ball perfectly straight so that it travels down secrets, the Kuribo's Shoe-inspired 

the railing. The ball will hit a detonator that knocks vehicle decimates all who come in con- 
down all of the pins, awarding you a massive strike! This tact with it. Bomb the entrance to $@%!& 
trick is a carryover from previous versions of the game, Boom! Running Shoes, and you'll find it 

but this time you don't have to angle the ball. - AARON waiting on a pedestal inside. - AARON 
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EGG-STENDED GRENADE 
Paying homage to a classic Blaster Master trick. 


NOW THIS TIP is a real "blast" from the past! Following in the footsteps of the 
grenade trick from Blaster Master featured all the way back in Nintendo Power #6, this 
Adventure Time trick pays homage to the Sunsoft classic through use of its own "Over 
Easy" egg grenade. 

Performing this trick is simpler than scrambled: With the Over Easy egg-quipped, 
simply press the Pause button during its "yolk splat" animation. If performed properly, 
the egg will continue to animate during the Pause screen, and the egg-splosion will 
continue to damage enemies in its blast radius for up to a full minute. That’s no yolk, 
folks! 

You can use this trick to rack up lots of egg-sperience, or if you’re about to crack 
under pressure! Just don’t fire until you see the egg-whites of their eyes, and the 
dungeon denizens will be fried in no time as you shell out eggs-treme damage! Now 
those of you who are having trouble can eggs-plore the dungeon’s depths even further 
than before, and before you know it, your quest will be over, easy! - DAVID 


A WINK TO THE PAST 


Have a little extra fun with Link's extra expressions. 


ONE OF THE most enjoyable extra features Nintendo added to this new HD remake is Link's 
ability to take selfies - and did you know you can customize his expressions? Simply move the 
Control Stick in one of the four cardinal directions to reveal Link's expressive nature. Then, if 
you hold ZL while selecting a direction, you'll get an additional four expressions to choose 


from. Finally, pressing the left stick in gives Link ridiculous googly eyes! - AARON 


CLASSIFIED INFORMATION 


МАТ 


RESUME 


THE LEGEND OF 
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— COMIC BREAK 


The sitcom starring 
a final boss 
and an obnoxious 
"905 £ame mascot 


hi-I'm-just-here-*n-5ag-gnu-can- 
hbeat-thi5-buss-Super -quicl-all-qnu 
-gnHa-da-i5- Frame jump—on—the- 

bachyround-and-you-can-5hip-mo5t 
—nF-thi5-speecb-and-then-- 


-FALL-THROUGH-F 
ТНЕПІ-ПП-Н-БІХЕ!) 


Well good, I'm glad you're here. 
You see, I have a few things 
to Say to you. ps appreciate 

what you're doing, but it’s unfair 
to us boss monsters when you 

jump over entire portions of our 


Qames. I+ just feels like—— 


TT '9-Oh-AT-THIS-RPART-IF-4OoU 
-ПП-Н-ЕВИТЕ-РЕВРЕГТ-ОЦЕ- 
PIXEL-SERTOUS-TIME-TuMP 
-YOU-CAM-Bo-oUT-oF-BounDS- 
FMo-SHIP-THAT-COMIC-PRMEL 
-EnITIREL-Hnm-mBn-TH-THE-EnIm 
OF-THE-WHOLE ENTIRE -PHBEI 
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FEATURES 


It takes courage to leave it all 
behind - to take the risk of 
stepping away from the solid 
footing of a studio job and 
set out on a journey into the 
unknown. These developers 
did it. And these are their... 


BYJONATHAN HOLMES, DAVID OXFORD, KEVIN KNEZEVIC & LUCAS M. THOMAS 


YACHT CLUB GAMES 


KICKING OFF OUR feature is the development team that inspired us to 
examine this topic in the first place, the same crew responsible for our 
cover game for this issue, Shovel Knight. But before they set off on their 
own to form Yacht Club Games, Sean Velasco, Erin Pellon, lan Flood, David 
D'Angelo and Nick Wozniak were coworkers together at another company 
well-loved by Nintendo fans - WayForward. While there, this team helped 


bring to life many of last generation's fan favorites on DS and Wii. 

Take Mighty Milky Way, one of the last great releases for DSiWare in 
2011 - it was a brilliant, planet-smashing puzzler starring a feisty, French- 
speaking alien girl named Luna. Or how about the acclaimed remake of A 
Boy and his Blob on Wii? It's charm incarnate, as the only game to ever 
dedicate a controller button to trigger hugs between the heroes. Yes, this 
team was cruising while at WayForward. But how have they been since? 


SWEATY AND NERVOUS. But not in a bad way - only because they're 
living these days in a constant rush of excitement and expectation, as they 
race to put all the final touches on Shovel Knight before its March release. 

Yacht Club Games set sail as its own studio a little over a year ago, and 
revealed themselves to the public through the launch of the Shovel Knight 
Kickstarter campaign in March 2013. That campaign's wildly over-the-top 
success sent Captain Sean and his crew's heads spinning, and they haven't 
stopped since - development on Shovel Knight has consumed them night 
and day for the better part of a year now. And when they aren't working 
on the game, they're pitching in to help the studio succeed in other ways - 
like pricing dirt. Seriously. They offered actual dirt as a Kickstarter backer 
reward, and some people picked it, so they have to deliver. 

Yacht Club Games, ladies and gents. Not afraid to get their hands dirty. 


GINNINGS 
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THEN HIRONOBU SAKAGUCHI 


ONE OF ONLY a few truly iconic individual developers in the video game 
industry, Hironobu Sakaguchi has had an air of reverence and awe sur- 
rounding his name for decades now. And deservedly so, as he was a 
guiding force in the creation of many of the games that made so many of 
us Nintendo fans in the first place - particularly in the role-playing genre. 

Mr. Sakaguchi began his career at Square, and there became the father 
of Final Fantasy - founding the franchise on the NES and guiding its first 
several sequels through the 8-bit era and into the SNES age. He later had 
a hand in crafting every hit from Square to follow through the next 
decade, from the masterpiece that was Chrono Trigger to Super Mario 
RPG, then into Square's PlayStation One era - where Nintendo-only 
gamers lost touch with his work. A few years into Sony's PS2 generation, 
though, Mr. Sakaguchi made a nearly unprecedented decision. 


ONE OF FEW designers who can follow a name like Sakaguchi and not 
be overshadowed, Yuji Naka is another of Japan's legendary creators -- 
though Nintendo fans might not have known it in the '90s, and he was 
working for Sega throughout that decade. There, he gave Genesis fans the 
gift of a little character named Sonic the Hedgehog, working as Lead 
Programmer on the Blue Blur's debut and guiding him through several 
sequels and hardware transitions after that. 

Even if you ignored the Sonic side of his resume, though, his list of 
accomplishments would still be among the longest in the industry. 
NiGHTS, Phantasy Star, Samba de Amigo, ChuChu Rocket! and even Billy 
Hatcher and the Giant Egg all bear his signature in some capacity, as pro- 
grammer, director or producer. He stayed with Sega for over 20 years 
before leaving to start a new studio named Prope. 
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HE LEFT SQUARE! He quit. He stepped away from the job that had made 
him famous and went on to found the studio called Mistwalker in 2004, 
where he’s now been for the last 10 years. Mr. Sakaguchi’s move came as a 
shock at the time, as it was almost unheard of – only a very few notable 
Japanese developers had voluntarily left their jobs before to strike out on 
their own. In a way, he helped blaze the trail of New Beginnings. 

And he's been busy since - Mistwalker created the Blue Dragon RPG 
series (one installment of which came to DS), and in 2012 provided one of 
the Wii's swan songs, the sensational The Last Story. 


WE WERE ABLE to contact Mr. Naka and ask him about the transition. 

"We had Sega's support to start up Prope, so the initial start-up went 
very smoothly. However, it was difficult to gather the developers we 
needed. Also, we challenged ourselves to create new games with new IPs, 
which was fun in some respects but a little difficult to accomplish in 
others. The big pro [of starting your own studio] is that you get to be 
involved very closely in game development and work out the fine details 
as well as try out every idea that comes to mind. Especially with smart- 
phone games being so popular these days, it's easier than ever to create 
an original game. The big con is that | have to do a lot more company 
management than | expected, so in that sense, it was easier when I was at 
а larger publisher. At the same time, to be able to move in the direction 
we want to go as a company is a huge benefit." 


FEATURES 


BERTIL HORBERG 


BERTIL HORBERG GOT his start programming video games as a kid, 
getting his feet wet through the homebrew development community that 
sprang up around the original Game Boy. That early experience carried 
him into his university years, after which he found himself employed at a 
company called Grin, just as they'd been handed Capcom’s classic Bionic 
Commando franchise. 

"When I was at Grin, | loved working on Bionic Commando Rearmed - 
but not so much on the other Bionic Commando game... І realized AAA 
development wasn't for me. I’ve been moving to smaller and smaller com- 
panies ever since, until I finally went solo a few years ago." 

When he says solo, he means it – unlike the other developers featured 
here, Bertil's step away from the traditional studio setting took him in the 
direction of being his own one-man development team. 


THE LONE WOLF strategy has proved profitable, as Bertil's Gunman 
Clive (available in the 3DS eShop for $1.99), has sold over a quarter of a 
million copies — fans have flocked to its cheap pricetag and Mega Man-like 
gameplay. The one-man-only approach isn't an easy one, though. 

"For me, being indie is not really so much about the creative freedom 
as it is about he craftsmanship. I like to be directly responsible for as 
much of the game as possible, and | prefer to keep a kind of hobbyist or 
DIY approach to development where I get to challenge myself in many dif- 
ferent areas. Even if | could probably get much better, and faster, results 
by outsourcing some things, there's a special feeling of ownership when 
you've done everything yourself. However it's sometimes difficult to stay 
motivated as a solo developer, and it's a lot of hard and lonely work, so | 
don't think I’ve found my ideal situation yet." 


RYAN VANDENDYCK 


PERHAPS MORE THAN anyone else, Ryan's journey illustrates the real 
risk of waving goodbye to a studio job and setting off on your own - as 
immediate success in the new venture is no guarantee. 

"Working at a big studio is the opposite of being indie in a lot of ways. 
At a big studio you have a steady, good salary, and generally focus on 
developing one aspect of a game. As an indie, you have constant financial 
struggles and have to balance working on almost every aspect of a game. I 
was fortunate to work at a studio (Next Level Games) that worked very 
closely with Nintendo, which provided a great learning experience while 
developing games like Mario Strikers Charged, and Luigi's Mansion: Dark 
Moon. As an indie though, you can create whatever you want! It makes for 
an intensely scary and perpetually stressful life, but one whose creative 
potential is unlike anything you get while working for a big studio." 


*THIS CREATIVE FREEDOM is what made me want to go on my own to 
create my own games, and my main goal through Eden Industries is to 
combine what I learned about modern game development through 
working for big studios with the raw passion and fun in the classic games I 
grew up with," Ryan told us. But freedom comes at a price. 

Since stepping away from Next Level Games to found Eden Industries, 
Ryan's turned to Kickstarter to seek funding for a pair of projects - neither 
campaign was successful, though. It's the result that no new indie wants, 
but it hasn't dampened his spirits - and we're hoping that Citizens of Earth 
(his EarthBound-inspired RPG) will become a reality regardless. 
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JUST A FEW years ago, the managers of the recently founded Crazy 
Viking Studios were working in the traditional studio setting, contributing 
their creativity to such high-profile projects as The Legend of Spyro: The 
Eternal Night, Assassin’s Creed: Discovery and the well-received Shinobi 
remake on 3DS. But they began to get a bit anxious to move on. 

"Working for a full studio was great, honestly, or at least it was in our 
studio (great management makes a big difference!). We rarely felt our cre- 
ativity was stifled; sometimes working within limitations is what brings out 
the best ideas! It was actually a satisfying challenge to be handed a tie-in 
licensed game and turn it into something fun! It was really the sudden 
shift to mobile freemium games that drove us out. When 'monetization' 
replaced “ип” as the most oft-heard word in game design meetings, we 
knew it was time for us to go," said the team, in a joint statement to NF. 


THE DEVELOPER KNOWN today as PlatinumGames was actually born 
out of the ashes of Clover Studio, a former subsidiary of gaming giant 
Capcom. Founded in 2004, Clover (a portmanteau of "creativity" and 
"lover") was established primarily to develop new gaming properties, 
away from the grind of working within Capcom's established franchises. 
Despite its relatively short existence, Clover produced some of the 
most visually daring and critically acclaimed titles of its day, most notably 
Viewtiful Joe for the GameCube and Okami for the PlayStation 2. 
unfortunately, despite their critical acclaim, Clover's releases failed to live 
up to Capcom's sales expectations, and the studio ultimately chose to 
disband rather than be absorbed back into Capcom proper. While such an 
outcome would normally be a tremendous setback, it ultimately paved the 
way for even better things to come for these maverick developers. 
CC INNEN. 
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CRAZY VIKING STUDIOS 


KRISTOFOR DURRSCHMIDT AND Taron Millet stepped away from 
Griptonite Games to found Crazy Viking, joining forces with Kochun Hu to 
provide the score and sound design for their debut project as a new indie 
studio - Volgarr the Viking. The game had a successful Kickstarter in 2012, 
and has since launched to critical acclaim. (Though not on a Nintendo 
system yet! Come on, guys!) We asked the team how things have changed. 

"The best thing about being indie is not having a publisher suddenly 
decide late in the project to cancel it completely, or radically change its 
design, or force something stupid into the game because of market trends. 
The worst thing is not hanging out with a bunch of gamers all day while 
you work any more (and the lack of a reliable paycheck)!" 


PLATINUMGAMES 


FOLLOWING CLOVER STUDIO'S dissolution, many of its key staff 
members, including Shinji Mikami, Atsushi Inaba and Hideki Kamiya, went 
on to form Seeds, Inc. in 2006, which would later become PlatinumGames. 
Just as Clover had done in the past, Platinum specialized in developing 
stylish, over-the-top action games, creating some of the most critically 
acclaimed releases of the past generation. Under this new moniker, 
Platinum produced a number of well-received multiplatform titles, such as 
Bayonetta and Vanquish, as well Nintendo-exclusive offerings like the 
noir-ish MadWorld for the Wii, the sci-fi role-playing game Infinite Space 
for the DS, and the tokusatsu-inspired The Wonderful 101 for Wii U. 
Mikami eventually parted ways with Platinum in 2010 to form his own 
studio, but the developer's future looks brighter than ever, with Bayonetta 
2 (published by Nintendo) set to arrive exclusively on Wii U later this year. 


FEATURES 


MASAHIRO SAKURAI 


MASAHIRO SAKURAI JOINED developer HAL Laboratory in 1991, at 19 
years of age. He soon went on to design and direct his first video game, 
Kirby’s Dream Land for the Nintendo Game Boy. The title would prove to 
be successful enough to launch a long-running franchise, and he would go 
on to direct two sequels – Kirby’s Adventure for the NES and Kirby Super 
Star on the SNES. Following those titles, Sakurai would direct the develop- 
ment of a new type of fighting game that would eventually come to be 
known as Super Smash Bros. for the Nintendo 64. 

The success of Super Smash Bros. would see him placed back in the 
director’s chair for the follow-up launch title for the Nintendo GameCube, 
Super Smash Bros. Melee, as well as two more Kirby titles. But following 
the release of Kirby Air Ride in 2003, Sakurai grew tired of sequelization 
and set off to chart his own course in the video game industry. 


KEIJI INAFUNE WOULD join Capcom in 1987, beginning his 23-year 
tenure with the company by working on the original Street Fighter arcade 
game as a character designer. It would not be long before he was pulled 
away and moved to another project, a game that was being designed from 
the ground up as a Famicom (NES) title: Rockman, better known outside of 
Japan as Mega Man. Though he was not the character's creator, his 
involvement with the franchise over the years would nonetheless lead to 
him becoming known as "The Father of Mega Man." 

Over time, he would rise through the ranks of Capcom, becoming 
Global Head of Production (in which he oversaw Capcom games developed 
in other countries) before finally resigning from his post in 2011. Games he 
oversaw included Onimusha, Dead Rising and Lost Planet, as well as Mega 
Man Legends 3, which was cancelled soon after his departure. 


DESPITE BREAKING OFF to pursue non-sequelized endeavors by 
founding his own company, Sora Ltd., Sakurai nevertheless remained in 
demand for further sequels. He did break into some newer territory by 
designing the Nintendo DS puzzle game Meteos and a Japanese arcade 
game for SEGA in 2005, but it wasn't long before he was back to making 
more sequels for Nintendo, albeit now at the company's request. 

The first of these saw him head up a team specially created for the 
development of Super Smash Bros. Brawl for the Wii in 2008. Inclusion of 
an updated Pit from Kid Icarus proved popular enough that his next game 
would be 2012's Kid Icarus: Uprising for the Nintendo 3DS, which - while 
technically a sequel to the NES classic - was wholly unlike its predeces- 
sors. Currently, with the help of Namco Bandai, Sakurai is now in the midst 
of developing a new Super Smash Bros. for both the Wii U and 3DS. 


FOLLOWING HIS DEPARTURE from Capcom, Inafune has gone on to 
create not one, but two companies of his very own: the game development 
house known as Intercept, and Comcept, which plans and develops 
content for not only gaming, but other mediums as well. 

Inafune has wasted no time getting involved in the development of new 
titles, having worked on Bugs vs. Tanks, Soul Sacrifice, Yaiba: Ninja Gaiden 
Z and Kaio: King of Pirates. But it should come as little surprise that the 
post-Capcom project that has gained the most attention just happens to 
feature a blue robot boy with an arm cannon and a penchant for taking 
other robots' abilities. With Mega Man Legends 3, Inafune had dreamed of 
having the fans involved in the creation of a new Mega Man game. And 
though the project may not bear the Blue Bomber's name, he's now realiz- 
ing that dream through Mighty No. 9. 
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THEY CAN DIG IT 


THE GRAND ORDER of the Diggers of video gaming may not be a very secretive 
organization, but rest assured they are most definitely "underground." Yacht Club 
Games’ Shovel Knight is but the latest to join this elite group, using his mighty 
ShovelBlade to dig up great treasures and dispense justice according to his code of 
Shovelry - but he is far from the first to use digging as a major game mechanic. 

Many remember Mario vs. Sonic and Mortal Kombat vs. Street Fighter, but well before 
that, a similar feud was brewing in the arcades of 1982 as Taizou "Dig Dug" Hori and Mr. 
Do battled for subterranean supremacy and the bounty of quarters to be claimed by the 
winner. Dig Dug would eventually prove to be the victor, continuing his legacy not only by 
appearing in such titles as Namco X Capcom, Pac-Man World Rally and more, as well as a 
brief appearance in Disney's Wreck-It Ralph. Furthermore, he even begat a son in Mr. 
Driller, who plied the family's trade in the puzzle genre. 

Digging and puzzle-solving would meet again as Muddy Mole sought to rescue his wife 
and children from farmer Jinbe in Shigeru Miyamoto's oft-overlooked Game Boy title, 
Mole Mania. Using his natural talents, Muddy would traverse both above and below 
ground to bypass the numerous obstacles between him and his family. The legendary 
hero of Hyrule would employ similar tactics in Skyward Sword, first using Digging Mitts to 
unearth treasures and then the improved Mogma Mitts to go underground himself. With 
the guidance of the sentient Minish Cap, Link's descendant would also use the Mole Mitts 
to dig his way through light rock walls, open otherwise inaccessible cave entrances and 
defeat the boss of the Fortress of Winds. 

Later generations of Hyrule's heroes would also use a more traditional shovel for their 
digging needs (though Zelda 175 would simply pair the Handy Glove with his Magical 
Sword to smash stone blocks). Sometimes they were used in service to the larger quest, 
while other times they would receive a loaner for the purposes of playing a minigame. A 
variety of shovels prove similarly useful to the villagers of the Animal Crossing series, as 
they're used to discover fossils, plant trees and more in the service of a happy town. 

As useful as tools can be for digging, sometimes it's just as good - or even better – to 
call on friends and companions who are more skilled in the art for assistance. Such was 
the case in Mother 3 as the party's faithful canine companion, Boney, took control and 
dug up the Jar of Yummy Pickles that lonia needed to satisfy his hunger. Of course, the 
only bond that could rival that of man and his best friend is that between Pokémon 
Trainers and their charges. Among other ground-pounding moves, Pokémon such as 
Drilbur, Diglet and Dugtrio can use the aptly-named Dig move in battle to take cover and 
attack from underground, or to return their trainer to cave entrances while exploring. 

That brings us to the case of the Blue Blur, Sonic the Hedgehog. While hedgehogs are 
known for, among other things, their ability to burrow (an ability Sonic would grow to use 
less and less as time passed), it would be the triangular Yellow Wisps introduced in Sonic 
Colors that would reinvigorate this aspect of his arsenal. Once activated, the Yellow Wisp 
powers Sonic up with a drill-like cone of energy that allows him to zip through soft dirt 
with blazing speed for a brief period. 

Moving further into the more action-oriented aspects of digging, Toad would prove his 
worth in Super Mario Bros. 2 with his impressive digging speed. The strongest of the four 
playable characters, Toad could tear through sandy caves and pyramids using his bare 
hands with a speed no one else could match. However, he's far from the only one in 
Mario's world to tear through the dirt, as Monty Mole debuted in Super Mario World by 
using it for camouflage before erupting from the ground or background. Monty didn't 
come alone, as larger Mega Moles occupied further caverns in Dinosaur Land, but even 
those paled in comparison to Major Burrows, the enormous leader of the Undergrunts in 
the Super Mario Galaxy games. 

Another foe known for subterranean subterfuge is the Robot Master Drill Man from 
Mega Man 4. Using his arm-mounted Drill Bombs and his similar head-mounted apparatus 
to sneak around, the best way to match his movements is with the homing abilities of the 
Dive Missile. Not all robots are bad, though, including Rusty, the lone mining steambot of 
SteamWorld Dig who works to get an old mining town in need back on its feet. Machines 
don't need to think for themselves to make for good digging, as the Drill Dozer proves 
when Jill takes it to retrieve the powerful Red Diamond, a gift from her dead mother that 
was stolen by the Red Dozer gang. 

As you can see by this mere sampling, the art of the dig runs through gaming and its 
history like so many tunnels run through the underground - and we'll soon see whether 
Shovel Knight is able to claim a spot as the Digging King among all the others. - DAVID 
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The LCD screen is actually a sandwich of several layers. 
The first layer is a vertical light-polarizing filter. Below 
that is glass patterned with indium tin oxide (ITO) elec- 
trodes. These electrodes are transparent and their 
shape dictates the shapes that appear on the LCD. In the 
case of the Fit Meter, this is a simple grid of pixels. Next 
is the layer of liquid crystal. Liquid crystal is a collection 
of molecules that flow like liquid, but in an electric field, 
line up like those in a solid crystal. This layer is followed 
by another ITO electrode layer, which is aligned with the 
layer below, a horizontal light polarizing filter. The 
bottom layer is a simple reflective surface. Light shining 
on the LCD is polarized in one direction by the first filter, 
and rotated by the liquid crystal so that it passes 
through the second filter and bounces back. When elec- 
tricity is sent to part of the LCD, the liquid crystals align, 
which prevents the rotation from happening. Since the 
light cannot travel through a perpendicularly polarized 
filter, those areas appear as black, forming the familiar 
pixel patterns on the screen. 


THE FIT METER 


Digging into the inner workings of 


Wii Fit U’s pedometer 


peripheral to find out 
what makes it tick. 


BUTTONS ACCELEROMETER 


The Fit Meter’s buttons, like other Nintendo The accelerometer is the star of the Fit Meter, as 
buttons, are made of several layers. The it measures the steps you take, as well as 
plastic buttons that you press descend into gauging physical activities. Accelerometers were 
a rubber sheet, which provides the soft and once limited to air bag deployment mechanisms, 
familiar tactile feel. The bottoms of the but their inclusion in the Wii Remote and smart- 
rubber pads include conductive polymer, a phones have led to their ubiquity. The Fit Meter 
rubber that can pass electrical current. accelerometer is a microelectromechanical 
Circuits for each button are broken, and systems (MEMS) device, made up of tiny mechan- 
when the conductive portion of the button ical sensors that are etched or "carved" out of 
presses against metal pads on the circuit silicon. The sensors act essentially as a small 
board, the circuit is completed, allowing mass attached to a spring, and the amount that 
electricity to pass and the microcontroller the spring bends is proportional to acceleration. 
sees a signal that the button is pressed. The bending changes the capacitance of the mass 
compared to the underlying electrode, allowing 
acceleration to be measured electrically. The 
accelerometer in the Fit Meter is 3-axis, meaning 
it can measure acceleration in all three dimen- 
sions (up/down, left/right, forward/backward). 


SPEAKER 


The speaker, also known as a piezo- 
electric buzzer, is made up of a thin 
piezoceramic disc attached to a 
brass disc. It operates through the 
reverse piezoelectric effect, which is 
where an oscillating electrical 
current is sent through a crystal, 
which causes its atoms to vibrate, 
rapidly stretching and compressing 
the crystal. Sound waves are 
produced by vibrating the buzzer at 
the right frequency, and the brass 
disc lowers the frequency into the 
range of human hearing. 
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FLASH MEMORY 


Flash Memory is made up of a grid of tran- 
sistor pairs, one pair for each bit of infor- 
mation (1 or O) to be stored. The two 
transistors, called the floating gate and the 
control gate, are separated by a thin layer 
of oxide. When electrical current is sent to 
the floating gate, it causes electrons to be 
pushed through the oxide layer, creating a 
barrier. When the barrier exists, a sensor 
reads this as a "О," and when the barrier is 
absent, it is considered a "1." These 
patterns of 1s and Os will persist until 
flashed. Blocks of bits can be reset, or 
"flashed," by subjecting them to an electric 
field, which removes the electrons from 
the oxide. 


PRESSURE & 
TEMPERATURE 
SENSOR 


Similar to the accelerometer, the pressure 
Sensor uses a MEMS device to measure air 
pressure. Air pressure, or the pressure 
exerted by air molecules in the atmo- 
sphere, changes with elevation — as you go 
higher, there's less air weighing down on 
you. The pressure sensor includes a small 
cavity, covered by a diaphragm, which has 
had its air removed. The pressure exerted 
by outside air presses down on this dia- 
phragm, which changes its resistance to 
electricity flow. This resistance can be 
measured and related to the air pressure, 
which is itself related to elevation. The 
temperature sensor is made up of silicon 
transistors. Its voltage is measured, which 
changes in relation to its temperature. 


INFRARED 
TRANSCEIVER 


Infrared light is electromagnetic radiation with 


wavelengths longer than visible light. The 
infrared communication module contains two 


semiconductor devices, an infrared light emitting 


diode (LED), which sends signals, and a silicon 


photodetector, which receives them. The LED is 


made of silicon, separated into two sides, one 


with slightly more positive charge, and one with 
slightly negative charge. When electrical current 


is passed through the LED, electrons drop into 


"holes," or places with missing electrons, which 
causes photons to be emitted. The photodetector 


works in the opposite way. When infrared light 

shines on it, the energy gained from photons 
knocks electrons out of the silicon atoms, 

creating an electric current (Einstein earned a 


Nobel prize for explaining this action). By turning 
the LED on and off, information can be transmitted. 


LIQUID 
CONTACT 
INDICATOR 


A small sticker indicates whether your 
device has been in contact with water, 


which would void your warranty. Water 
contact causes ink in the sticker to bleed 
into the uninked areas. This particular Fit 
Meter went through the laundry twice, so 
you can see the indicator is a bit blurry. 
The Meter fits tightly together, though, 


making it somewhat resistant to water 
penetration. 
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BATTERY 


Batteries generate electricity from 
chemical reactions. The Fit Meter 
uses the CR2032 lithium cell, popular 
in computer electronics. In the case 
of the CR2032, the lithium makes up 
the negative electrode (anode), man- 
ganese dioxide serves as the positive 
electrode (cathode), and isolation 
paper and an organic electrolyte 
paste separate the two. lons in the 
electrolyte combine with the anode, 
producing a new compound and 
releasing electrons. Simultaneously, 
ions in the cathode and electrons 
that have traveled through the 
circuit combine to form new com- 
pounds. This process continues, pro- 
ducing electricity for the device to 
use, until the anode or cathode runs 
out of material to convert, after 
which time the battery must be 
replaced. 
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MICROCONTROLLER 


The "brains" of the operation, the microcontroller runs the 
basic Fit Meter software functions, takes input from the 
various sensors and buttons, and communicates through 
the IR port and LCD screen. Microcontrollers are made up 
of complex transistor designs where millions of semicon- 
ductor transistors (switches) are arranged in such a way as 
to make complex calculations and move information 
around. It includes an internal clock to process instruc- 
tions in coordinated steps, as well as integrated RAM and 
Flash memory, which stores its program. Along with 
counting steps, software is programmed to recognize 
patterns of movement coming from the accelerometer. 
These are classified as metabolic equivalents (METS), such 
as walking, running and light activity. 
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COMIC BREAK 


ROSALINA iS THE NEWEST 
SUPER SMASH BROS. CONTENDER! 

WHILE HER FINAL SMASH 
HAS YET To BE REVEALED 
HERE'S WHAT WE НоРЕ. iT iS: 


W..WE CANT FIGHT HER 


(ЕВ. STILL...| 
Ха proud white tail Wow, AFTER THAT, MAN! 
glittering inthe. sky. 
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SUPER MARIO WORLD 
SNES, 1991 
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When it comes to "new beginnings" in the video game industry, there's never a clearer start to a new 
chapter than when a new console is introduced. The before-and-after comparison is immediate - and the 
difference is often visually jarring. For me, there's no more memorable moment from my first few years 
as a Nintendo fan than walking into a Toys A Us and seeing Super Mario World in action, running through 
its attract mode over and over again in a loop. The SNES was behind glass - | couldn't play it. But | just 
stood there in awe, watching Mario find Yoshi, hop on his back and eat the same Pokey again and again. 
The colors, the animation, the characters - | was staggered. It was a new beginning for sure. - LUCAS 
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NINTENDO UNDOUBTEDLY HAS the most 
valuable stable of game properties of any major 
publisher, which it has leveraged by producing a 
steady stream of critically acclaimed software. But 
for every Mario or Pokemon, there is a Mach Rider, 
StarTropics or other old, forgotten property that 
has remained locked in the Nintendo vault. 

Until recently, one such property was Kid Icarus. 
The original game - released in 1986 for Japan's 
Famicom Disk System and the following year for 
the Nintendo Entertainment System in out West – 
was the Greek mythology-inspired tale of a flight- 
less angel named Pit and his mission to drive the 
evil Medusa out of Angel Land. Like many Nintendo 
games that debuted on the NES, it was unlike 
anything ever seen before, yet at the same time, it 
felt oddly familiar... 

Kid Icarus was the brainchild of designer Toru 
Osawa, who was also the project’s sole member 
during most of development. It wasn’t until work on 
Metroid had completed that staff from that game 
came to help the struggling Osawa meet his 
looming December deadline. To save time, the 
Metroid engine was reused, resulting in Pit’s exhib- 
iting the same weight and control as Metroid’s 
Samus Aran. In fact, the two games share so much 
in common that they are often considered sister 
series. 

Both Samus’ beam shots and Pit’s arrows could 
be fired to the side or upward, yet suffered from 
the same limited range. Both heroes had floaty 
jumps, one due to the low gravity of an alien world 
and the other because it made sense for his other- 
wise inoperable wings to grant some extra air time. 


There was no reason why you couldn’t move 
between the two games and feel comfortable 
with either’s controls almost immediately. 

But whereas Metroid’s Zebes was one contigu- 
ous environment, Angel Land was segmented into 
linear stages that frequently required Pit to climb 
straight up. Unlike Metroid’s vertical shafts, Kid 
Icarus’ tall stages only scrolled in one direction, so 
falling below the lower boundary of the TV meant 
instant death. This caused plenty of frustration 
early on for players, especially those not yet accus- 
tomed to Pit’s loose aerial mobility. 

In an odd bit of quantum trickery pulled straight 
pulled straight out of a Looney Tunes short, walking 
off the left or right side of the screen would cause 
Pit to reappear on the other. This design quirk - 
which had originated in earlier titles like Mario 
Bros. and would return again in Super Mario Bros. 2 
and 3 - guaranteed that level navigation demanded 
a little extra-dimensional consideration. 

Throughout the campaign were single-use doors 
that led not just to shops or skill enhancements but 
also to enemy nests. Room types were not random- 
ized, so seasoned players could ignore those which 
didn't yield useful spoils. For new players, however, 
each door was a gamble - enter and risk a surprise 
attack, or ignore and potentially miss a chance to 
grow your inventory? Because the game became 
easier with more equipment, the incentive to take 
those risks was strong. 
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THEN 


In a nod to The Legend of Zelda, the fourth area 
of every stage tasked Pit with navigating a laby- 
rinth and defeating its Gatekeeper to acquire a 
Sacred Treasure. In this manner, Kid Icarus success- 
fully co-opted the disparate progression styles of 
two previous Nintendo titles, granting players a 
brief peek into how ideas and concepts could be 
shared between Nintendo teams and give rise to 
newer design innovations. 

Players who reached the final level were treated 
to yet another gameplay shift. Empowered by the 
three Sacred Treasures, Pit took to the air in the 
manner of a scrolling shooter like Konami's 
Gradius. This transformation cemented Kid Icarus’ 
refusal to adhere to any strict action platformer 
standards. 

In 1991, the Game Boy was graced with a sequel, 
Kid Icarus: Of Myths and Monsters, which was 
closer in structure to an enhanced remake that 
mitigated some of the frustrations of the original. 
Chief among the improvements was how the screen 
now scrolled omnidirectionally, so death by falling 
below the screen border was no longer a concern. 
Furthermore, rapidly pressing the jump button 
would flap Pit’s wings and slow his rate of descent, 
making tricky jumps much less of a hassle. 

Following Of Myths and Monsters, Kid Icarus 
went on a 21-year hiatus, during which time anxious 
fans wondered if Nintendo had forgotten about its 
stalwart angel warrior. 
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NOW 


THE FIRST TWO Kid Icarus games were unique 
beyond their mash-up of genres. Compared to the 
serious tone of Metroid or even The Legend of 
Zelda, Pit’s conquests were heavily tempered by 
levity – Pit regained health by soaking іп a spa, 
could make purchases from shops with a credit 
card and encountered a wizard who could turn him 
into an eggplant! Suffice it to say, Kid Icarus filled a 
particular niche in Nintendo’s catalog, one that 
unfortunately went vacant after the 8-bit era 
ended. 

When Nintendo debuted the trailer for Super 
Smash Bros. Brawl during E3 2006, fans were 
pleased to find a redesigned Pit among the new- 
comers. Considering how the popularity of Marth 
and Roy in Melee resulted in the Fire Emblem 
series’ finally making the journey out West, gamers 
theorized that Pit’s inclusion might generate the 
interest needed to greenlight a new Kid Icarus. 

In 2011, Kid Icarus: Uprising for the 3DS heeded 
fans’ calls. Directed by Masahiro Sakurai - the 
same man who had sown the seeds of Pit’s return 
by including him in Brawl – Uprising was a wholly 
new beast, offering nigh limitless customization 
that resulted in more technical gameplay. The fran- 
chise had been out of the public eye for so long 
that the only course of action that seemed appro- 
priate was to totally scrap the old mold and con- 
struct an altogether new one. 

Building upon the humor of the originals, 
Uprising delivered on rich story and presentation, 
starting with fully voiced dialogue, performed 
splendidly by some of the best voice actors around. 
Lighthearted, fourth-wall-breaking banter was 
shared as Pit battled the Underworld hordes - 
invoking the spirit of Saturday morning cartoons - 
all while a sweeping orchestral score arranged by a 
dream team of game composers drove the action. 
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It was like reparations 
for the years of neglect the series had faced! 

Like its predecessors, Uprising merged dis- 
jointed gameplay styles into a cohesive whole, but 
this time the game didn’t fall under the platformer 
umbrella. Each chapter was divided into two 
sections: air, which offered on-rails flight combat 
similar to that of Sin & Punishment, and ground, 
which provided fast-paced, third-person shooting. 
Quite the contrast to the slower, more methodical 
progression of yesteryear. 

An inspired approach was taken to difficulty 
scaling. By betting Hearts, the currency of the Kid 
Icarus universe, you could increase the level of 
enemy resistance in a chapter. Successful 
completion at higher intensities 
awarded ever greater spoils, but 
failure resulted in losing the bulk 
of your ante. You’re gambling 
more than just your life with 
this system - a far cry from 
the straightforward risks 
taken when entering doors 
in the original games - yet 
it offered a layer of depth 
not found in traditional 
difficulty selection screens. 

To accentuate the focus on 
combat, Pit gained access to 
a massive armory 
beyond the 
basic bow he 
packed in the 
past. 


He could acquire all manner of close- and long- 
range weaponry by finding them in chests or fusing 
weapons to create new ones. And should players 
consider themselves masters of any particular tool, 
they could take their skills into the online battle 
mode for a shot at even more weapons and items. 
But most striking about Uprising was its uncon- 
ventional control scheme and its steep learning 
curve. By default, a user moved Pit around the 
screen via the Circle Pad, triggered his weapon by 
tapping the L Button and directed the targeting 
reticule by dragging the stylus along the touch- 
screen. Though this setup offered unmatched preci- 
sion and could be fine-tuned further, it required the 
3DS to either be propped up against an elevated 
surface or awkwardly cradled in the user's right 
palm, resulting in hand cramps for some players. 
Such an obstacle soured what was otherwise an 
incredibly polished revival of a long-forgotten fran- 
chise. Nonetheless, for a game built upon such a 
technical foundation - at its highest level demand- 
ing skills typically reserved for a competitive 
shooter - these touch commands were utilitarian. 
After two decades, Pit was finally able to spread 
his wings once more. As long as we don't have to 
wait another equally exhaustive length of time, it'll 
be fun to see what wild new form his next game will 
assume. 
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FIRST APPEARANCE 
DONKEY KONG (1981) 


looking a little grumpy 


Makes his debut — already 


[азоо] 


Returns after a 
long hiatus and 
successfully kidnaps 
Pauline, just like 

old times 


Is immediately beaten by Mario, 
then dropped on his head 
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(1981) 
Cranky is the original DK - the one who 
first kidnapped Pauline and tangled with 
Mario over 30 years ago. His barrel- 
throwing antics and toothy grin made 
him an instant "805 icon, and he'd go on 
to star in a Saturday morning cartoon, 
have his likeness made into merchandise 
ranging from lunchboxes to plush toys, 
and even inspire a hit song on the radio. 


Then gets tossed in a 
cage by Mario, too 


(1994) 
Cranky took on his current, curmudgeonly 
form as part of Rare's total reboot of the DK 
brand on the SNES. He gave the game its per- 
sonality, as he was presented as a crotchety, 
shriveled-up has-been gaming character who 
had no patience for the flashy new graphics 
and sound of the 16-bit era. The new Donkey 
Kong and his pal Diddy would stop by Cranky's 
shack for advice from time to time, but would 
often leave with only insults and a headache. 


Is revealed to 
have gotten 
married at some 
point, to a spry 
Kong woman 


Somehow rapidly ages 
into an old, angry coot 


(1999) 


After dispensing sage wisdom from the 
comfort of his rocking chair in the first DKC, 
Cranky played a few different roles in the 
sequels to follow – he challenged Diddy and 
Dixie to find Hero Coins in DKC2 (ridiculing 
them all the way), cameoed as a minigame 
opponent in DKC3 and discovered a new love of 
science by mixing power-up potions in DK64. 
Most importantly, though, the N64 sequel also 
gave us a glimpse of Cranky scratching records 
as a DJ in the DK Rap! "Come on, Cranky, take 
it to the fridge! W-w-w-walnuts, peanuts, pine- 
apple smells, grapes, melons, oranges and 
coconut shells! Ahh yeah!!" 


His triumphant 
return sets him 

up for his playable 
platformer debut 


Most video game characters are immune to the 
effects of age, but not this grumpy old ape. 


But she's still spry! 


Then she 
dies 
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(2010) 
When the Donkey Kong Country series came 
back to life on Wii a few years ago, Cranky was 
pressed into service in yet another supporting 
role - shopkeeper. He ran a store to sell items 
like extra hearts, keys, potions and lives to 
players in need (in the form of balloons). His 
reappearance in Returns was notable, too, in 
that he was the only other Kong besides DK 
and Diddy to make the cut – Candy, Funky, 
Dixie and all the rest were left out. 


“Come back to the master for “Well looky what we have here!” “Is it my turn yet?” 
more advice, hunh?!” ! > 


“Back in my day, we used to have 
REAL gameplay ... we didnt 
have any of this fancy 3D stuff!” 


"They cant keep this level of graphics 
up Lr much longer! We used to be 
lucky if we only got three shades of 


grey, let alone any real colors!” 


"Yep! Dont make game 


players like they used to!” 


“Whisking off maidens and 
throwing Bord: around the 
place seven days a week, | was. 
Thats how | got where | am 
today, you know. Hard work.” 


\ 
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*| wouldnt be caught dead 
in a game with bonus 
levels, end-of-level bosses, 
апа а screen that scrolls!” 


“All graphics, and no 
gameplay, they say!” 
“You must be really 
desperate to read all \ “Ive got more gameplay 
this!” in my little finger than E > 
this entire game does!” 


“I'm fed up with you mn having 


all the fun. So l'm improving my skills for ту *Get out of bin before | kick 
next big adventure in Cranky Kong Country" зеді іш де bur “ 


WHO’S YOUR DADDY? 


A common refrain is that Mario games aren't really known 
for their story, and it seems that notion could easily apply to 
the greater family of games, including those starring Donkey 

Kong. In particular, the legacy of Cranky seems to be some- 

thing no one can quite agree on. Over the years, different 

games and materials have cited the elder Kong - who was 
designed to be the original Donkey Kong from the arcade 
games of so long ago - as both the current Donkey Kong's 
father and his grandfather. Developer Rare had Cranky refer 
to himself as DK's "pappy" and the younger Kong as his son 
in Donkey Kong 64 and the Game Boy Advance remake of 

DKC, which makes sense, since DK Jr. never appeared. They 

even went so far as to verify it in their website's "Rare 

Scribes" column, adding "if you see Cranky referred to as 

DK's granddad anywhere, just cover your eyes and hum 
loudly until it goes away." . . . which brings us to Nintendo. In 
their materials ranging from the original Super NES games 
to DKC Returns, Super Smash Bros. Brawl trophies and some 

Japanese websites and magazines, they seem to explicitly 

name the current DK as Cranky's grandchild. Nonetheless, 
the debate continues. Which one do you think Cranky should 

be - father or grandfather? Get in touch and let us know! 


WOULDN'T BE CAUGHT DEAD, HUH? 


As you can see above, Cranky was once quite resistant to anything that modern games had to offer, but he seems to have 
softened his stance considerably since the '90s. By Donkey Kong Country Returns, he was more focused on the player's 
skill than the game's bells and whistles, and in Tropical Freeze, he's going full-on playable! Whether he's out to show the 

young'uns how it's done or he's simply mad at being thrown off the island, one thing is sure: He swings a mean cane! 


IPS NEW ТО МЕ! 


DK’s new beginning 
came in 1994, with 
Rare’s total reboot 


of the big ape's brand. Gamers who first saw it in action 20 
years ago were awed - but how do younger eyes see it today? 


D.K.! DON-KEY KONG! Donkey Kong Country plops 
you down on DK Island with the task of defeating an 
enemy force of vultures, beavers, sharks and a whole 
host of lizards. Each level is filled with ways to get extra 
lives and even more ways to lose them - Rare did not 
let up on the difficulty in any way. 

The game features Donkey Kong and Diddy Kong 
tag-teaming back and forth to get through levels filled 
to the brim with danger. The chief difficulty is that it 
only requires one touch from an enemy to send either 
Kong running off the screen. This results in many levels 
becoming difficult only because of tricky maneuvering 
sections, but it also makes for an interesting challenge. 
My frustration level was extremely high while 
playing this game, but that made the completion of 
each stage all the more satisfying. Sometimes it took 
me nearly three hours to complete just two levels, 
while the next four then took me only 20 minutes to 
finish. 


The levels themselves have amazing variety. Some 
levels contain barrel cannon puzzles that have you 
timing launches to not hit any enemies, and some levels 
have you jumping from vine to vine avoiding flying foes. 
There are many, many others too - underwater levels, 
levels on top of trees, levels in factories. And in all 
those environments there's a different key puzzle, and 
solving how to get to that exit door kept me on my toes 
all the way through the game. 

My personal favorite level had me channeling my 
inner Indiana Jones to get away from giant wheels pro- 
pelled by beavers coming to crush me. It started off 
easy enough, but quickly became nearly unmanageable 
as | had to jump across vines, use tires to jump high 
enough to evade the careening death coming from 
behind and once even lose a Kong on purpose to try to 
move forward (just to end up behind the wheel). 

The graphics in Donkey Kong Country were done 
very well. There's plenty of constant movement and lots 
of little tricks to make it seem like you're moving more 
quickly than you are, such as the background moving at 
a different speed than your characters. 

The one area | was disappointed in was the sound of 
Donkey Kong Country. The menu screens had me 
expecting some raucous, loud music or sound effects 
and instead | was given subtle music to set the stage 
and just enough sound effects to match what was hap- 
pening. The sound would have been good if the music 
of the menu screen had not left me expecting so much 
more in game itself. 

All in all, Donkey Kong Country is a well put together 
game - but in classic Nintendo fashion it isn't the looks 
or the sound or the story that make it so much fun, it's 
the incredible variety of puzzles that had me scratching 
my head for hours. 

There isn't a gamer alive who should miss out on this 
barrel of fun! - TEAGAN 
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A little over a year ago, Donkey Kong 
Country was pulled from the digital 
shelves of the Wii’s Shop Channel 
with little advance warning. A brief, 
undetailed statement issued on 
November 16, 2012 announced that the 
game would no longer be sold as of 
the 25th of that month, and, sure 
enough, it disappeared - along with its 
sequels, Donkey Kong Country 2: 
Diddy's Kong Quest and Donkey Kong 

Country 3: Dixie Kong" 
Trouble. We still don't know exactly 
why. Some kind of rights issue with 
Rare, no doubt – but whatever the 
reason, their removal from the Wii 
Virtual Console lineup has made the 
three original DKC titles difficult to 
play today. Your first option? The 
original SNES cartridges. If you're a 
gamer who lived through the 16-bit era 
like myself, you've probably got a copy 
of DKC stowed in a closet somewhere, 
waiting to be dusted off. (And if you're 
a younger gamer like Teagan, you can 
always borrow older games and 
systems from guys like me.) Beyond 
that, Donkey Kong Country had a 
couple of official ports - one on Game 
Boy Color, and then another on Game 
Boy Advance. Neither is as good an 
option as getting your hands on the 
original, but with the removal of the 
Wii VC version, the now 11-year-old 
2003 GBA re-release has reverted to 
being the most recent official way to 
play. (Here's hoping whatever the 
behind-the-scenes reason is for the 
DKC trilogy's disappearance, it gets 
sorted out and the games are restored 
to active Virtual Console duty.) 
- LUCAS 
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Zelda II 


The Adventure of Link 
Blockbuster Review 


Nintendo Power Bowl 
Three Game Kickoff 


Skate or Die Feature 
Plus “Mondo” Poster 


Hulk Hogan! The fest namo 


bs 
ШІ LEARN THE WRESTLERS’ 
my SPECIAL MOVES, TRICKS, 
B AND SKILLS. 

This chart ists tho special maneuvers of each 
WWF star. Study thom carefully and practice 
each one. Start with tho defense basics to 
leam the ropes, then concentrate on more 
difficult moves. Proctico with one wrestler unt! | АС 
you get the fedl for it. You may challenge your BI 
frends or the computer for the bet in |ШШАЫШСЫ 
‘Tournament mode play or practice against an РРС 
opponent or the computer in Standard mode 
play (even using the some character) Hulk Hogan 


НЕКАКО 


His nome is Andre the в 


Gant and the 


WARP ZONE 


NINTENDO POWER'S FOURTH issue is where 
the magazine really began to feel like it was settling 
into its groove. Its cover story was the long-awaited 
Zelda И: The Adventure of Link, which contained not 
only a massive 17-page guide through the game’s 
first four palaces, but also a fold-out map of greater 
Hyrule. The map was like a painting – making it a 
little less useful for precision charting of items and 
paths - but it looked great on a wall just the same. 

The flip side of the map featured a radical "805 
poster for Skate or Die, which had its own five-page 
guide full of maps and pointers. Captain Nintendo 
returned to finish his origin in three pages by 
teaming with Link, while a fourth page capped off 
the feature by opening a Writer's Showcase contest 
for fans to submit their own video game-related 
story with a chance to win a scholarship bond and 
have their prose printed in a future NP issue. 

Other games featured were Sesame Street 1-2-3 
in an article that only counted to two pages, while 
Now Playing contained peeks at arcade classics 
Marble Madness and Operation Wolf and the NES 
version of Hideo Kojima's original Metal Gear. The 
Nintendo Power Bowl article looked at three pigskin 
games hitting the NES in time for the Super Bowl, 
including John Elway's Quarterback, NFL Football 
and the now-legendary Tecmo Bowl. 

Howard and Nester returned with a trip to the 
site of Konami's Track & Field, where all of Howard's 


extraordinary strength create a formidable 


i ЕЈ 


Facing 
Opponent 


A+B 


Running Moves | Tumbuckle 


Back Punch | Body Siam 
Back Elbow 
"Smash 


DRE ЖОРЖ ЖАЯ ЖҰ 


Body Siam 


SS Sa SS Sn 


қазса а ae ші 


i 
|. 
ІН 
Қ 
Қ 
Қ 
И 
1 
a 
| 
E 


THE GOLDEN AGE OF THE WWF 


The year was 1989, the middle of the Rock ’n Wrestling Era, and whether you're a fan of World Wrestling Entertainment 
today or the World Wrestling Federation then, you know the significance that January holds, as it marks the beginning of 
the Road to WrestleMania. What better way, then, to celebrate than with the organization's first-ever game on a Nintendo 
platform, WWF WrestleMania? Developed by Rare and published by Acclaim, the game was released to help promote the 

buildup to that year's WrestleMania V event, where the legendary Mega Powers of Hulk Hogan and "Macho Man" Randy 

Savage would clash on pay-per-view for the greatest prize in the history of the sport: the WWF World Heavyweight 
Championship. Also featured in the game were some of WWF's biggest names at the time, including the legendary Andre 

the Giant, "The Million Dollar Man" Ted DiBiase, Bam Bam Bigelow and The Honky Tonk Man. Unlike today's more 
simulation-styled games, WWF WrestleMania had a more arcade-like style. You couldn't leave the ring, only the turnbuck- 


les on the lower end of the screen could be used for moves and each Superstar had a specific item they could pick up 
to regain energy, such as Savage's shades or Hogan's cross, which NP referred to as a "Golden X." The game would 
prove successful for the seemingly unstoppable WWF, and Rare would return to the ring wars with 1990's 
WWF WrestleMania Challenge, published by Acclaim subsidiary LJN. 


best coaching would prove no match for Nester's 
massive ego. Counselor's Corner tackled the 
burning Super Mario Bros. 2 questions of the day, 
including Warp Zone locations and what to do if the 
door to World 5 doesn't appear. Other tips were 
included for Wizards & Warriors, Castlevania Il and 
Golgo 13. Classified Information would reveal some 
top secrets of its own, chief among them being 
what would come to be known as the Konami Code 
for Life Force and the "pause trick" for defeating 
Mega Man's Yellow Devil/"Rock Monster." 

In what would be considered a very notorious 
Video Shorts for the Angry Video Game Nerd, the 
curtain was pulled back on both Friday the 13th and 
Dr. Jekyll and Mr. Hyde. Fortunately, these were 
balanced out by better fare, such as Robowarrior 
and Rampage. The latest Pak Watch would highlight 
Ninja Gaiden and tease the wonder that is the 
Consumer Electronics Show for the first time to 
many a young gamer (the first E3 Expo wouldn't 
take place until 1995, so CES was the sought-after 
game show prior to that). Among other glimpses 
and gossip was the first mention of Jump Burger, a 
mysterious title that ended up renamed as Short 
Order and released in a dual cartridge with 
Eggsplode! - both of them Power Pad-compatible 
games that would be released near the end of 1989. 

Entering this issue's Player's Poll earned fans a 
chance to win a variety of NES accessories, ranging 
from the NES Advantage to the Roll & Rocker, and 
the NES Journal revealed a new one in the form of 
the Hands Free Controller, a device for allowing 
special needs gamers to play. It also revealed the 
new PlayChoice-10 arcade units, which featured ten 
pay-to-play NES titles. 

Finally, the Top 30 was topped by Super Mario 
Bros. 2, The Legend of Zelda and Zelda 11, the latter 
of which would see more coverage in the following 
issue alongside Adventure Island and Ninja Gaiden. 
We'll warp back to cover it in our next issue! 

- DAVID 
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NF: What motivated you to get into 
the video game industry? 

To be honest | 
didn’t really have much interest in the 
games industry when I started looking 
for a job. | loved games and playing 
games, but it never really occurred to 
me it was a viable career. | wanted to 
go to Hollywood and make movies! 
(Yeah right.) 

So, | kind of fell into it by accident 
and the recommendation of an old 
friend, Ady Smith, who was working 
on Donkey Kong Country at the time. | 
guess | have Ady to thank for how my 
life turned out, careerwise! 

I'm glad | did though - it can be 
really good sometimes. It takes a par- 
ticular kind of person to make a game, 
and generally they're people | tend to 
get along with (even if they don't like 
me...heheh)! 


What was the first game you worked 
on? 

Killer Instinct Arcade. The original 
one. The classic. A trial by fire that 


was, but it's pretty much how I learned 


my trade, even though my job at the 
time was just making pretty graphics 
for it. Designing was always there on 
the backburner, waiting to ignite – 
which it eventually did with Conker's 
Bad Fur Day. I’m really proud of the 
work | did on КІ, and КІ2 for that 
matter. It’s kind of odd seeing it every- 
where now - the logo, the characters, 
the music - it's like the industry is 
going around in circles. Actually, | 
think it might ре... OH МО! We're 
doomed!!! 


What was the process of creating 
Conker for Rare and Nintendo? 

It was pretty straightforward once 
everyone was on board with the idea. 
The initial establishment of the 
concept was a bit rocky though, what 
with Banjo-Kazooie competing in the 
same genre — not to mention the 
sudden influx of 3D adventures in the 
mold of Super Mario 64. The market 
was faced with a glut of these kinds of 
games, so you'd either have to be the 
absolute top of the tree, or try to do 
something different. And actually, we 
tried to do both. 

Once it was established Conker was 
gonna be "This" and not "That" – 
which took an entire prototype, lots of 
in-fighting and nearly a year of work — 
it was just a case of getting on with 
the work. "MAKE IT SO, MY ROBOTS!!!" 
said Chris and Tim in unison. 

(They didn’t really, | made that up.) 


Whose idea was it to make Conker’s 
Bad Fur day an M-rated, potty- 
mouthed surrealist romp? Was it at 


all influenced by the budding genre 
of "inappropriate" humor in anima- 
tion (Ren and Stimpy, The Simpsons, 
South Park, etc.) from the late "905? 
That was me. It was one of those 
moments where you're staring out of 
the window thinking, "Hmm, what 
nowe" Then an idea suddenly pops 
into your head. 

Actually, that’s not really how it 
happened. The change came about 
because | wanted to give Conker, as a 


character, more of an attitude — a per- 


sonality. A BAD attitude, in fact, as it 
turned out. Certainly he's a bit lacking 
in empathy. 

The mature side of things sort of 
grew and grew as we developed each 
new mechanic and scenario. The 
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humor as well. Humor like that is a 
tricky thing to get right at the best of 
times, but in a game I hadn't really 
seen it done before. 

| had been watching South Park at 
the time (it had just starting airing), 
and a few Ren and Stimpys but the 
main source of inspiration was a com- 
bination of the old Looney Tunes from 
the 40s (particularly Daffy Duck, who 
I think is the greatest character of all 
time) and Monty Python. It was also a 
great opportunity for some pop 
culture references not only from 
movies, but games themselves. I'll 
never miss a chance to take the p . . . 
erm, | mean pay homage to The 
Greats. 


NINTENDOS^ 


MATURE 
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1 AM THE GREAT MIGHTY POO 


Do you think Nintendo was trying to 
shed its "kiddie" image with Conker? 
To be honest, I'm not even sure they 
really knew what they had with 
Conker. Tim and Chris did, and they 
said, "Yes, we want to make this." And 
such was the trust between Rare and 
Nintendo that they were fine with 
that. To the best of my knowledge we 
had no real interference from 
Nintendo of Japan at all, and very 
little from NOA. There were a few 
content issues, but that never inter- 
fered with process. That's not to say 
some people weren't happy with its 
direction. 

I've told this story before, but at 
one of the E3 Nintendo parties (Los 
Angeles, I think it was, at the 
Biltmore) some executive sauntered 
over and was quite disparaging about 
the game. | was too drunk to care. In 
fact, | think that was the night I 
crashed on a couch in the bar and 
woke up not knowing where | was! 
Hate it when that happens. 

And in answer to your question, 
nope, I really don't think they were. In 
Nintendo's eye, Rare wanted to make 
the game this particular way. Rare 
knew what they were doing. Nintendo 
said, "Yeah, go for it." Simple as that 
really: Trust. A lovely concept, sadly 
lacking today with some publishers. 


What was it like for Rare to transi- 
tion from Nintendo to Microsoft? 
Pretty smooth, all things considered. 
Tim, Chris and the gang were very 
much the buffer zone between the 
teams and the new owners. Making a 
game is enough to worry about 
without having to deal with all the 
kinda stuff that sits above that as well. 
The money, marketing, firing and 
hiring. Interdepartmental stuff... all 
that necessary evil. 

That detachment and a promise 
from Microsoft that they wouldn’t 
touch the way Rare was run (I guess 
because they didn't understand it), 
soon started to give way to little prods 
and pokes here and there. Ed Fries 
(who'd rightly pushed for Rare) 
suddenly wanted to spend more time 
with his family. "Production 
Managers" started to appear, asking 
all sorts of annoying and banal ques- 
tions (not you, Alison, we liked you). 
More and more strange people were 
appearing in the corridor like a 
parade of eggs with eyes, wanting to 
see the game. That sort of thing. 

It became confusing to me who was 
meant to be doing what, and who I 
needed to talk to to get things done. 
You'd strike up a friendship, develop a 
rapport and then "Poof!" that person 
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was gone to be replaced by someone 
you didn’t know. Then Tim and Chris 
left, there were more changes, then 
even more changes, then | didn’t care 
anymore. And that’s that, | suppose. 

It’s been three years now since | 
left those hallowed halls. "You 
wouldn’t recognize the place, Chris," is 
something I’ve heard a lot recently. 
Not that | really care. 


Where do you think the Conker 
games had the best chance of 
success, with Nintendo or Microsoft? 
Hmm... that’s a great question. You 
look at games like Rayman Legends 
and its ability to sell millions of copies 
and clearly there’s still a market for 
character-driven platformers (so long 
as they’re good ones). Conker in itself 
has a modest but seemingly devoted 
fan base - after 10 years now, people 
still ask me about sequels or spin-offs 
and the like. It’s still in people’s minds, 
fondly remembered. Even PewDiePie 
did a playthrough quite recently which 
got more than a few views! 

Now, as for Conker, clearly the best 
market for that game is the older 
crowd, in a cold and economic sense: 
the Xbox crowd. BUT, the spiritual 
home for Conker is squarely with 
Nintendo, whether they want him or 
not. Conker has more in common with 
that world than the sometimes loud 
and garish excesses of the hardcore 
gamer. 


What motivated you to set off on 
your own with Gory Detail? 

got kicked out of Rare in The Great 
Purge, as we came to call it. | wasn't 
bothered really, and the deal was 
pretty sweet, so what the heck. 
ronically, that money is still what's 
paying for development (on my side of 
hings), so from that perspective it 
couldn't have been a better turn of 
ate. 

That said, it was a year before I 
inally got moving and asked around if 
anyone would fancy making a game. 
Setting up the company Gory Detail 
was really a symptom of wanting to 
make a game. To be honest, the 
business side of things is boring – 
even stuff like a flashy website has 
been put on the backburner again and 
again because it takes me away from 
"real" work. (We will do one eventually 
though. Shawn coded a nice template 
for me recently, I just need to add the 
pictures.) 

Now, however, with one game 
under our belt and halfway through 
the next one, things are starting to 
look more serious and we're thinking 
more and more about the future. 
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Will Rusty Pup contain any of 
Conker’s signature humor? 

Not really. Rusty is more of a somber 
experience with a much darker mood 
and feel. There is some humor in 
there, but it’s of the blacker kind, and 
certainly not the crass and sometimes 
over-the-top humor you'd expect in a 
Conker game. This is, dare | say it, a 
more considered approach to humor. 

Having said that, one of the 
mechanics does involve a toilet so | 
guess | might be wrong on this. You 
see, the collectibles in Rusty Pup don't 
just serve the purpose of making a 
number in the corner of the screen 
increase, they actually have a use – 
and Rusty doesn't so much collect 
them as eat them. 

Ergo, when he's Full Up he needs to 
deposit all these wonderfully useful 
goodies back at his Hovel (deep in the 
sewers) for further use (dare | say a 
"build-mechanic"). So, this requires 
him making use of the best throne of 
all: The Electric Mechanical Crafty 
Crapper. Let's just say it's as different 
atake on the traditional "Crafting 
System" as you're ever likely to see. 


What are your main goals with the 
development of Rusty Pup? 

Rusty Pup is something a lot more 
ambitious than Parashoot Stan. Stan 
informed us about lots of useful things 
like work flow, pipeline, software, 
engine and the like (for instance, we 
won't be doing any kind of in-game 
cash shop ever again). Plus, it proved 
we could work as a team and produce 
something without too much fuss and 
bother. 

Rusty Pup we now know was a 
practical proposition - we just needed 
to do it and take as long on it as we 
needed to. So | guess Rusty Pup is a 
more personal venture, a lot more 
complicated to make, and certainly 
not market driven. 

I have a theory - if | want to play it, 
then it's not too much to expect others 
will too. Hopefully, lots of others. 

The other thing that's important to 


us, not just with Rusty Pup but every- 
thing we do, is our approach to the 
work. | like to think of Gory Detail as a 
shed with four traditional craftsmen 
locked inside, from a lost age, making 
something delicate and unique not 
just for the profit, but also to say, 
"Look. We made this. We think it's 
great. We hope you do too." 

Profit's good too, though. 


Is there anything secret and exclu- 
sive you can tell us about Rusty Pup? 
I’ve already let slip a fundamental 
mechanic with the toilet anecdote 
earlier, so | guess we'll leave it at that. 

Well, maybe one more thing - the 
story. The narrative is very important. 
Not everything is quite as it appears. 
The story is the glue that holds every- 
thing together, and hopefully by the 
end of it even the most cynical and 
hard-hearted might shed a little tear. 
"Nuff said. 


How do you think Conker would fight 
if he were in the Smash Bros. series? 
Dirty!! Frying Pan Head Smash. Pee 
Shields. Turd Bombs. Drunken Barge. 
"Brick in a Glove" Uppercuts. Slapstick 
that makes you wince. I'd play him! 


What advice would you give to devel- 
opers who are currently at big 
studios who are thinking of setting 


off on their own? 

Make sure you've got enough money 
for a year. Don't waste your money on 
stupid stuff that doesn't matter. 
Personally I'd say be wary of crowd- 
funding initially – certainly don't rely 
on it. Crowdfunding does work, but it's 
no guarantee. 

Most importantly - hit the ground 
running. Anything you can do before 
you leave that steady income flow 
behind, do it. Anything. 

Or you could just have an amazing 
demo, go to a publisher and ask them 
to pay your wages for the next six 
years on a three-game deal. Good luck 
with that! 

Seriously though, it's the easiest 
thing in the world to say, "Go for it!" — 
but let's not forget what a commit- 
ment it will be. Be sure of what you're 
doing, have a plan and bloody well 
stick to it. Don't listen to the naysay- 
ers. People will want you to fail, just 
so they can say, "I told you." Put all of 
that out of your mind and get your 
head down. It's a LOT of work. But I 
love every minute! 

(Cept doing interviews . . . heheh!) 


If you could have any super power, 
what would it be? 

The power to accurately tell which 
way around any USB connector needs 
to go, without looking. 


The pink powerhouse returns to his portable roots with new abilities, new enemies, a new 
three-dimensional perspective on Dream Land anda super-suction upgrade for his signature 
vacuum cleaner technique. Our advance review of Kirby: Triple Deluxe is here! 


JANUARY/FEBRUARY 2014 65 


New and Improved 


THE KIRBY SERIES has always 
offered the kinds of games that I'd 
play at the end of stressful day. Games 
to simply relax with - to zone out with, 
enjoying their good cheer and joy. But 
while I’ve adored most of the games in 
the franchise, none of them would 
ever rate all that highly in my final 
analysis - | wouldn't have called any 
of them a contender for special recog- 
nition or year-end awards, for 
instance, as Nintendo's always had 
bigger, bolder games to earn those 
honors. And that makes the following 
few sentences all the more surprising. 

Kirby: Triple Deluxe is the first truly 
impressive game of 2014 and a strong 
reminder of level of talent employed 
at HAL. Not only is this perhaps the 
best Kirby game ever made, it's also 
one of the finest 3DS platformers out 
there too - rivaling any game from 
any of Nintendo's other, more fre- 
quently honored franchises. 

From the moment you start 
playing, you know that you're ) 
going to be in for something 
good. The first level is filled 
with fun elements to look 
at, each one instantly 
bringing a smile to your 
face. A few moments later, 
you see Kirby grab a star and 


smile starts to grow, 
and that sense of 
playful wonder will 


smile at the camera. It’s " : 
here that your own M 
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never fade as you press onward. 

In that same opening stage, you'll 
quickly get to know all the important 
gameplay mechanics - and after that 
you're pretty much set to go your 
merry little way. The game doesn't 
waste your time or hold your hand, as 
you're thankfully just given the 
freedom to explore Kirby's world on 
your own. 

It's important, then, that Kirby's 
world be filled with places that are 
pleasant enough to want to play 
through. Luckily, this is the case for a 
variety of reasons. 

First and foremost is the fact that 
these levels are long - exploration is 
an emphasis, and uncovering all of the 


у: 


many secrets hidden within gives you 
a great sense of fulfillment when you 
finally reach the end of any single 
stage. With only six worlds to discover 
before the end credits roll, it may 
seem like the game is over fast – but 
that individual level length, along with 
the creativity and variety in these 
levels, is unprecedented. 

In one level, you'll be blasting out 
of cannons. In another, you'll steer 
Kirby away from some nasty trains 
charging across the screen. 

And the critical factor that makes 
these Kirby stages feel like they have 
more depth than those found in his 
previous adventures is, well, depth. 
The levels play out across parallel 
planes, with Kirby able to jump 


between the foreground and the back- 


ground in a manner similar to Virtual 
Boy Wario Land or Renegade Kid's 
eShop hit, Mutant Mudds. It's a 


mechanic that's a perfect match for 
the 3DS' stereoscopic display, and it's 
not just Kirby who hops back and forth 
- enemies and elements of the envi- 
ronment will frequently get in your 
face, too. 

Triple Deluxe also makes use of the 
gyroscope functionalities of the 
system, giving you a breather from the 
normal running and jumping to some- 
times control Kirby by gliding around 
instead. The variety is welcome. 

The amount of collectibles will send 
you back to explore some stages again 
and again. First of all, there are the 
stars – with every 100 that you collect, 
you grant yourself an extra life. Then 
there are the gems - a certain amount 
need to be gathered in every level to 
give you access to the bosses at the 
end of each world. (They're fearless 
foes. You duke it out against classics 
like Whispy Woods and newcomers 
like a fire-breathing maniac.) Then 
there are the key rings, which are 


small collectibles with a bit of classic 
Kirby art on them. Most of the collect- 
ibles must be obtained by using the 
right powers at the right time - Kirby, 
as usual, is able to copy the abilities of 
his enemies by inhaling them (and a 
few new hat changes join the old 
staples this time, too). 

The regular story contains 36 levels 
that will keep you engaged for hours. 
After that’s done, however, there’s still 
plenty left to explore - including some 
post-story stuff that we don't want to 
spoil for you. 

The overall presentation in Kirby: 
Triple Deluxe must be seen to be 
believed. With well-arranged color pal- 
lettes, wonderful environments and an 
overall lush look, this is a game that 
truly shines on the 3DS. Its true appeal 
can't be conveyed in static screen- 
shots - this game must be viewed in 
motion to truly be understood. 


NINTENDO 
HAL LABORATORY 


With Kirby: Triple Deluxe, HAL 
Laboratory has crafted a classic that 
truly feels like it belongs on the 3DS - 
it took a while for Kirby to come back 
to Nintendo's portable scene, but the 
wait was well worth it. It's a system 
showpiece, and there's nothing else 
quite like it. - DAAN 


Editor's Note: This advance review is 
based on the Japanese version of 
Kirby: Triple Deluxe, which went on 
sale just in advance of this issue's pub- 
lication deadline (whereas we're still 
waiting to hear about a release date 
for other regions). If the localized 
editions of the game differ from this 
version in any 
significant 
way, we'll 
update our 
review 
accordingly. 


DEDEDE'S DRUM DASH 


In Dedede's Drum Dash, you play a rhythm game with the chubby penguin king 
himself. You move King Dedede around with the D-Pad or the Circle Pad and 
press the A Button to jump at the moment you land on the drums below – do 
this correctly two times in a row, and you'll see the penguin soaring through 
the sky. There's not a constant reason to do that, though, and you won't get 
many rewards for doing it all the time — instead, you're instructed to collect 
coins emblazoned with musical notes, and those are what score points in the 
end. By following the path of coins and timing the heights of Dedede's jumps 
(instead of sending him as high as possible every time), you'll be able to find 

the pattern and rhythm in each of three levels and have a blast bopping 
along to the background music. We only wish there were more than just those 
three levels - because you're done with each one pretty quickly. Going for 
golden medals proves to be worth your time, as a reward will be unlocked at 
the end - but that won't last you forever either. Nintendo has so many excel- 
lent gameplay concepts show ир in limited minigames like this – we wish that 
some of them would be expanded a bit to become their own eShop games. 


Ba 
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ALL-KIRBY SMASH BROS. 


"Kirby Fighters" is a new multiplayer minigame mode that has a lot of similari- 
ties to the Super Smash Bros. franchise. You'll fight against up to three oppo- 
nents in a single arena, where the terrain is filled with devious obstacles. There 
are also items that appear, and these can change the battle in your favor to the 


KIRBYS MANY COSTUMES 


max. You can use a head cannon to blast enemies away from afar, or a ?-star to 
put all opponents to sleep for a few moments. (There's even a single-player 
arcade mode, where you can test your skills against various CPU opponents.) 


That being said, Kirby Fighters isn't altogether a mini Smash clone - there are 
elements that make it feel unique. The arenas are all obviously based on envi- 
ronments in the Kirbyverse, and are all charming in their own way. Each player 
uses Kirby, but is able to choose one power-up to guide him or her to victory — 
and these powers can't be lost as easily as in the main game. Finally and most 
importantly, each Kirby starts with a double-filled energy bar, and this 
means that you'll have plenty of time to turn a battle around in your 
favor, even if you get off to a bad start. 


Kirby Fighters can be enjoyed in multiplayer through both multicard and 
Download Play. It would have been nice to see online support, but even as a 
local-only mode, this is an excellent extra that's worth trying out! 


The signature gameplay element of Kirby's core series is back, as our hero 
once again utilizes his ability to inhale his enemies and steal their clothes. 
These magically appearing outfits are not only extremely adorable, but all 
grant some sort of unique weapon or attack ability. New in Triple Deluxe are 
four fresh powers to experience - Beetle, Bell, Sniper and Circus. As Beetle 
Kirby, you'll be able to roam the area with your wings and make use of your 
horn to slice enemies. With the Bell power, Kirby will wear a cute bell helmet 
and use two bells in his hands to pummel enemies into the ground. If you're a 
player who prefers to keep your distance from your foes, you can rely on the 
Sniper power to help you out — it allows you to quickly shoot arrows, or you 
can hold down the attack button to charge up an ultra-effective shot. The most 
fun power-up is the Circus one, as Kirby turns into a first-degree clown. (He 
uses bowling pins, a balancing ball and balloons to basically act like a total 
buffoon.) Lastly, there's the Hypernova - it's not a new hat, but it is a new 
power for our pink hero as he shifts his hue to a swirling rainbow display and 
super-charges his suction ability. You'll be able to suck up whole parts of the 
environment! You'll feel amazing with that kind of power! 


NEALRONAGHAN 


Community. | 
mean, they even 
did a video game 

episode! 


THOR 
THORVALDSON 


Breaking Bad - 
one part GTA, one 
part Atelier Annie, 

all parts fun! 


MATTHEW TARANTO 


How about a sim 

based on King of 

the Hill? As Hank, 

you can cook up 

\ steaks оп the propane 
grill, hire Dale to keep your 
lawn free of fire ants, and still 


find time to say "BWAHHH" after 
seeing Bobby's latest unconven- 
tional interests! (Bonus stages 
can involve Peggy teaching 

n Spanish to her students.) 


CHRIS CARTER 


Almost Human. 

With the right 

team and Mass 

Effect-style 

mechanics, a co-op 

shooter with RPG 

elements could be pretty killer. 


I'm of two minds 

on this. The 

action/adventure- 

loving little kid in 

| me wants а game by 
WayForward based on the 
Rankin-Bass animation universe 
(Thunder Cats, Silver Hawks, 
Tiger Sharks), and the weird 
sitcom-loving kid in me wants a 
game based on the Susan Harris 
universe (Soap, Golden Girls, 
Empty Nest, Blossom) written by 
Anthony Burch. Maybe we can 
have both? It probably sounds 
like I’m trying to be cute and 
ironic, but | would legitimately 
love to see Betty White and 
Lion-O team up on an adventure. 


BRETT MARTIN 


Invader Zim, so 
the show could 
finally live on 
instead of being 
prematurely 
canceled. 
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Pointless 


ADVENTURE TIME IS considered by 
many to be the best original cartoon 
on Cartoon Network, and boy is it 
easy to see why. Pendleton Ward and 
his team of animators and writers 
have created an absolutely surreal, 
yet truly engrossing universe. You 
know you have something amazing 
when your cast of characters includes 
a shape-shifting dog, a princess that 
rules over a candy kingdom, a 
Japanese-speaking unicorn and a 
floating space lump. No matter where 
you turn, animation fans are always 
singing the praises of Adventure Time, 
as it's a show that kids, adults and 
everyone in-between can enjoy. 

A huge hit like this obviously paves 
the way for all sorts of licensed 
content, including video games. 

WayForward first brought the show 
into the video game world with the 
3DS title, Adventure Time: Hey Ice 
King, Why'd You Steal Our Garbage?!. 
The game played like a love letter to 
Zelda 11, almost seeming like a re-skin 
featuring Adventure Time characters. 
While that adventure was quite short, 
the experience was a simple and 
enjoyable one. That has to be why Mr. 
Ward, D3 Publisher and WayForward 
teamed up for another AT outing with 
Adventure Time: Explore the Dungeon 
Because | DON'T KNOW! This time 
around, the adventure hits both the 
3DS and Wii U - but there's not much 
fun to be had. 

While the first Adventure Time 
game clearly took inspiration from 
Zelda 11, EEDBIDK! runs parallel with 
another long-running game franchise. 
Fans of the Gauntlet series will no 


D3 PUBLISHER 
WAYFORWARD 


doubt see its influences at play here. 
(Gauntlet, first released in 1985, had 
you collecting keys to open doors that 
let you dive deeper into a dungeon, 
collecting weapon power-ups and 
food along the way. EtDBIDK! is pretty 
much a carbon-copy of that experi- 
ence.) The problem is this Adventure 
Time game doesn't seem to have the 
variety or depth of Gauntlet, which is 
a bit of an odd thing to say. Gauntlet 
wasn't known for being very deep or 
varied! 

EtDBIDK! is just such a simple 
game. You grab keys, fight bad guys 
and travel through a dungeon until 
you find a boss to battle. You do this 
over and over, then over and over and 
over again. The entire idea becomes 
quite monotonous in a very short 
amount of time. Soon after you start 
your journey into the game's first 
dungeon, you'll feel a bit of boredom 
creep in on you. All the dungeon 
floors look similar, making for a 
bland and repetitive experience. 
When you've seen one ice dungeon 
floor, you've pretty much seem them 
all. No amount of new baddies, boss 
battles or power-up abilities offer 
enough of a change to shake 
that dull vibe. 

While the 16-bit style 
can be appreciated as 
a design choice, it 
feels like so much 
more could have 
been done here - 
especially since 
this game's drawing 
on such an energetic 
and crazily animated 
cartoon for its 
visual inspiration. 


The same can be said for the 
game's soundtrack, which is filled 
with simple looping tunes that don't 
offer up any energy or tap into the 
cartoon's overall vibe. Even the inclu- 
sion of multiple lines of dialogue 
drags the adventure down - the first 
few times you hear a joke, you'll get a 
chuckle out of it. By the 10th floor of 
a dungeon, though, with the same 
quips being tossed out every three 
seconds, you'll find yourself looking 
for a mute option. 

Adventure Time: Explore the 
Dungeon Because | DON'T KNOW! 
isn't a bad game, nor is it a broken 
one. Its controls feel just fine, and it 
represents the cartoon's characters 
well. The real issue is that you'll be 
taking on a journey that suits the 
game's title. You'll play. You'll get 
bored. And you'll soon wonder why 
you're exploring these dungeons at 
all. 

Adventure Time is an excellent 
cartoon. We'll just have to keep 
waiting for a truly excellent video 
game version. - KEVIN C. 


Use an ability. 


BRAVELY DEFAULT HARKENS back 
to an era of RPGs that many gamers 
remember fondly. While the golden 
era of Japanese RPGs is more or less 
behind us, the developers at Silicon 
Studio have crafted a game that draws 
heavily from classic tropes - but in an 
updated, modernized way. With a new 
take on turn-based battles, a complex 
set of jobs and tons of different char- 
acter abilities, there is a lot to like 
about Bravely Default. 

Bravely Default’s combat system 
feels instantly familiar - most gamers 
who've spent time with RPGs before 
will feel right at home. But this time 
around, there's one addition that mod- 
ernizes the action and sets it apart 
from its genre predecessors. Called 
the "Brave and Default" system, it 
gives standard turn-based battling a 
risk/reward kind of twist. 

If you opt to "Brave" on a turn, your 
heroes can execute additional actions. 
In battles against weak enemies, this 
could be a way to blow through foes 
quickly. However, if you launch one of 
these all-out assaults on an enemy 
and they're still standing at the end, 
you'll have to then wait for the same 
amount of turns that were Braved 
before you can act again - leaving 
yourself exposed and vulnerable. 

"Default" works the opposite way, 
boosting defense and allowing players 
to skip turns in order to save up extra 
actions for use later on. Finding the 
right balance between storing and 
spending extra actions is the key to 
success. This tweak on the classic RPG 
formula is a blast, and adds an addi- 
tional layer of strategy when fighting 
different types 
of enemies. Ф. 


More Heroes of Light 


The job system and abilities play a 
huge role as well. The game contains 
24 different upgradeable jobs that 
grant a variety of skills, while abilities 
go hand-in-hand with the jobs as 
players can add extra skills on top of 
their defined occupations. For 
example, you could have a character 
employed as a Knight who also uses 
Red Mage abilities to give himself 
access to magic. It’s a really nice touch 
that opens up a myriad of possibilities. 

Visually, Bravely Default is a treat. 
The watercolor-like backgrounds and 
character design evoke the feeling 
of old-school Final Fantasy titles – and 
appropriately so, as Bravely Default is 
something of a spiritual sequel to 
Final Fantasy: The 4 Heroes of Light, 


SQUARE ENIX 


E 


THE DEMOS EXCLUSIVES 


Downloadable demos for retail titles are nothing new these days, as it's 
commonplace to be able to play some small piece of a final game for free. 
Bravely Default’s demo does things differently, though - it offers an original 
adventure that complements the main game, rather than copying content from 
it. It contains bonuses that transfer into the full game too! Grab it in the eShop! 


released for the DS in 2010 (and that 
game was intentionally a throwback to 
the NES FF games in many ways). 

The story is more thoughtfully 
crafted than any RPG from the '805, 
though, as it makes you honestly care 
about its characters. Alongside a great 
soundtrack and enjoyable voice acting, 
Bravely Default is setting a new 
standard of top-tier RPG design for the 
3DS. 

The game takes advantage of the 
unique features of the 3DS, too. 
StreetPass functionality is included 
and can be used in a few different 
ways. The people who you pass appear 
in-game as workers in a town-rebuild- 
ing section of the game - players 
assign the StreetPassed characters to 


NINTENDO 
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construct different areas of Norende 
Village. (Shops that are built can help 
players out on their quest by offering 
items and equipment that can be 
utilized in battle.) Building and 
upgrading locations happens in real 
time, giving this part of the game a 
Facebook-esque social game feel. If 
that doesn't interest you, though, 
StreetPassed characters can also be 
used directly in battle by summoning 
them to unleash attacks. 

Although Bravely Default has 
several very positive things going for 
it, there were a few parts of the game 
near the very end that, from a story- 
telling perspective, were tedious. 
Without giving away spoilers, to get 
the true ending of the game, players 
are forced to go through some 
extremely repetitive fights and actions 
that broke the pace of the endgame. 
New elements of the story are still 
being introduced at this time bit by 
bit, but it was just annoying what had 
to be done to get to that point. 

Lastly, an included monetization 
feature allows you to purchase extra 
attacks and actions using real-world 
money. Some fans were worried that 
such an option would turn the game 
into a "pay to win" affair. But there's 
no need to fret. The feature's tucked 
away, never in your face and not at all 
necessary to complete the game. 

With an interesting story, likable 
characters and an excellent battle 
system, Bravely Default is a fantastic 
RPG that is just a joy to play. Aside 
from some tedious, repetitive 
moments near the story's end, lapsed 
JRPG fans will love every bit of it. 

- DANNY 


Yes, it is rather. And if Professor Sycamore 
is to be believed, it's here that we'll see his 
"living mummy". 


Happy Retirement, Professor Layton! 


SO IT IS with a heavy heart that, after 
six handheld titles (and a surprisingly 
entertaining feature film), we must 
say goodbye to our favorite puzzling 
professor. Professor Layton and the 
Azran Legacy serves as the conclusion 
to the franchise's ongoing trilogy 
(falling third in the overall timeline, 
but sixth by release date, similar to 
Star Wars: Episode III - Revenge of the 
Sith) as well as – if the developers are 
to be believed - the last title starring 
Hershel Layton. But is Azran Legacy 
the solution we've all been waiting 
for? 

When Professor Layton is called to 
examine a "living mummy" by fellow 
archaeologist Professor Sycamore 
(sadly not the same scholar from 
Pokémon X and Y, although that isa 
crossover we'd like to see!), he sets off 
to the icy town of Froenburg with his 
assistant Emmy and young apprentice 
Luke in tow. After defrosting 
Sycamore's discovery - a mysterious 
girl named Aurora trapped in a wall of 
ice - they are quickly beset by troops 
of a sinister organization named 
Targent, who promptly abduct the girl. 
In true Layton style, the group gives 
chase, and the adventure begins. 

It’s clear from the outset that 
Professor Layton and the Azran 
Legacy serves as the culmination of 
the two previous titles; references are 
quickly made to the Professor's 
previous escapades, discoveries made 
that apparently set the plot of Azran 
Legacy into motion. The game is best 
enjoyed, then, when both Last Specter 
(DS) and Miracle Mask (3DS) have 
been completed, particularly as Azran 
Legacy assumes the player is already 
familiar with most of the cast. That's 
not to say the game can't be enjoyed 
as a standalone title, however; the 
main cast is briefly introduced, and 
beyond early mentions the plots of the 
previous games do not feature heavily. 

The story is once again presented 
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using both conversations between still 
images of characters (with almost full 
voice acting) and gorgeous cutscenes 
in the series’ trademark anime style. 
The dialogue is well written and the 
voice actors do an excellent job of pro- 
viding each character with unique and 
interesting personalities, while the 
cutscenes never fail to impress, 
serving as a highlight of the experi- 
ence. The plot moves at a decent clip 
once the scene is set, and without 
spoiling too much, the adventure 
takes place over an array of locations, 
providing players with a greater sense 
of the Professor’s world and keeping 
the game from growing stagnant. The 
game's final hours are a whirlwind of 
drama and plot twists, a conclusion 
more than worthy of the series’ 
gripping narrative. 

Gameplay remains largely 
unchanged from previous install- 
ments, bearing a close resemblance to 
its immediate predecessor, Miracle 
Mask. Players traverse the varied loca- 
tions of Azran Legacy using a map on 
the bottom screen, while the top 
screen provides a detailed look at the 
surrounding area. Bystanders and 
environments can be examined with a 
tap of the lower screen, often initiat- 
ing dialogue or a puzzle to be solved. 
The environments can also be 
searched for hint coins or hidden 
objects in the same manner - 
although this quickly devolves into 
repetitively tapping every area of the 
screen, which is less than engaging 


after an hour or two. The locales 
themselves, however, look phenom- 
enal, bursting at the seams with detail 
and charm. The character models for 
the eccentric cast the Professor meets 
are similarly pleasing to the eye, well- 
designed and entirely distinct, 
animated with a smooth and natural 
flow. Each area is punctuated with a 
great musical accompaniment, 
keeping with the series’ iconic heavy 
use of accordion and music box 
sounds, providing a charming but 
unsettling tone for the adventure. 
Puzzles show the level of variety 
and charm that fans have become 
accustomed to, although it’s hard to 
shake the feeling that Level-5 was 
running out of ways to avoid retread- 
ing old ground. As usual, players are 
awarded Picarats upon the successful 
completion of a puzzle, with each 
incorrect guess reducing the total 
number of Picarats to be earned on its 
completion. However, Azran Legacy 
curiously has a heavy focus on puzzles 
that have no incorrect answers, such 
as Sliding-tile puzzles and the like that 
that are simply "correct" once an 
objective has been completed. Past 
titles in the series have contained 
these puzzles, but never so many in 
number - giving the impression that 
the developers feel the Picarat system 
is Somewhat unnecessary and are 
hesitant to penalize the player. Still, 
the puzzles available are solid and 
provide a nice range in difficulty, with 
plot-necessary puzzles striking a good 
balance of being challenging without 
being frustrating, while extraneous 
puzzles hidden in the environment can 


be fiendishly difficult. Rounding out 
the game’s impressive compendium of 
conundrums are three minigame- 
esque puzzles (detailed to the right!) 
that provide a decent amount of 
entertainment and can become fairly 
difficult in their later stages. 

Professor Layton and the Azran 
Legacy is a fantastic outing for the 
titular prof – perhaps his finest — but 
it's hard to find the same joy in his 
escapades as once before. With each 
installment the justifications for 
puzzles become more contrived, and 
while the plot could initially be dis- 
missed as a framing device for the 
puzzles, making these excuses more 
bearable, it's hard to ignore this criti- 
cism in the sixth installment. When the 
Professor stops his search for an 
ancient young damsel captured by a 
dangerous gang to solve a math 
problem because a squirrel told him 
to, it's difficult not to feel the series is 
having an identity crisis. The sweeping 
narrative, plot twists and thrilling 
action sequences have seemingly 
outgrown the series' humble origins 
as a simple puzzle game, and as a 
result the premise has stretched itself 
fairly thin over the past six years. 

Still, judged on its own merits, 
Professor Layton and the Azran 
Legacy is a captivating and thoroughly 
charming adventure, managing to 
deliver an epic conclusion to the over- 
arching narrative as well as a slew of 
entertaining and challenging puzzles. 
As part of a greater whole, Azran 
Legacy serves as a fitting conclusion 
to one of the Nintendo handhelds’ 
most beloved franchises and an 
undoubtedly high point to finish on – 
but its level of familiarity and con- 
trived justifications for puzzle solving 
function as a reminder that some- 
times it's better to burn out than to 
fade away. 

After all, a gentleman always 
leaves before people tire of his 
company. - ROBERT 


Each sequel in the Layton series always includes a trio of extra minigames that 
exist separate from the puzzles in the storyline, and the first of Professor 
Layton and the Azran Legacy's set of three is Nut Roller. It tasks the Professor 
with assisting a hungry squirrel in escorting a nut to his house, overcoming 
raging rivers and numerous obstacles. As the nut rolls in a straight line until it 
hits something, the player must use rocks and other obstacles to create a path 
to the critter's home. With bridges that break after use, seeds that spring into 
trees once they fall into a hole, and conspicuously-placed curved barriers, 
getting the squirrel a decent dinner is trickier than it sounds! Nut Roller is 
fairly simple in execution but later puzzles become fiendishly clever, requiring 


a very specific set of actions in sequence to get the nut to its goal. (Why the 
squirrel can't just save us all some hassle and order takeout is beyond us.) 


ы“ - 
BLOOMS AND SHROOMS 


If you’ve got green thumbs (and plenty of patience!), Blooms and Shrooms 
might just be the distraction you're looking for! In this second Azran Legacy 
minigame, you're given a set number of seeds to plant peculiar "Burst Flowers" 
— these flowers, once in bloom, give off a special energy that causes other 
plants to spring to life. The flowers come in four different colors, each giving 
off energy in a different directional arrangement – meaning you must discern 
which flower goes where so that all the neighboring trees can be brought to 
life. Catching a mushroom in this radius, however, creates an insurmountable 
obstacle that blocks this arboreal radiation, so careful planning is key! The 
game is complete when each tree has bloomed, but special recognition is given 
for coating every square of the board in the flowers' benign glow. Who knew 
gardening was so strategic? 


Tiny Top Hat 


Handmade by a certain 
professor's biggest fan. 


DRESS UP 


The last really is the least in this case, as Azran Legacy's third minigame, Dress 
Up, is probably the least strenuous of the set – but it's also the least engaging. 
Characters in this minigame will task Layton and his companions with design- 
ing them outfits, adhering to certain criteria such as being formal or not con- 
taining a certain color. Articles of clothing can be found throughout the main 
story and possess certain characteristics graded by stars (two stars in 
cuteness, for example), leaving the player to find the correct combination to 
suit each client's needs. As most of these puzzles cannot be solved in earnest 
until the appropriate clothing has been found, however, there's very little 

incentive to undertake these requests right away. (We get the feeling people 
shouldn't be going to Professor 8-Foot-Top-Hat for fashion advice, anyway.) 


eep Your New Year’s 


" 


esolutions Goin 


IT’S BEEN THREE months since my 
wife Sarah and | began a workout 
regimen with Wii Fit U — which is 
about two months longer than I’ve 
ever stuck with any exercise regimen 
in the past. And, from our perspective, 
those of you wanting to begin the new 
year in a healthy way can't go wrong 
with this newest sequel in Nintendo's 
fitness franchise. 

For our last issue's review-in- 
progress for Wii Fit U, | had been able 
to give most of the activities a spin. 
My comments still stand regarding 
these: not every one of them is a 
winner, but most are quite fun and 
often fairly strenuous, a superb 
combo that results in much of the 
player's workout not feeling like 
"work" at all. Offering a fairly exten- 
sive amount of difficulty levels, most 
exercises are worth revisiting for both 
the entertainment value and the 
health benefits. 

On the other side of the coin, the 
game's lengthy downtime between 
activities remains a momentum-killer 
in a series that could use all the 
momentum it can get. 

The fitness doesn't end when the 
system is off, though; the new Fit 
Meter completes the last piece of the 
hardware trifecta that is Wii Fit U, and 
it’s a good one. Roughly the diminu- 
tive size of an Oreo cookie, this spe- 
Cialized pedometer measures steps 
taken, changes in altitude, kilocalories 
burned (although this number seems 
inflated) and your level of activity 
throughout the day. Pointing it at the 
GamePad's sensor will upload its data 
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directly into the Wii Fit U game, so 
you can follow your progress from the 
beginning. The game keeps track of 
your distance walked by showing your 
Mii traveling across major landmarks 
and cities of the world, and it rewards 
you with new outfits upon their 
completion. It’s a small addition that 
probably could’ve been elaborated on 
a bit more, but it’s still nice to have 
some sort of in-game reward for utiliz- 
ing the Meter frequently. 

What’s especially cool about the 
Meter is that | found myself actively 
walking more simply by having it 
clipped to my pants loop. The rewards 
are pretty inconsequential, but there’s 
still something addictive about going 
for that elusive 100%, even in a game 
like this. So, far more often than 
before, I'd take walks on a daily basis 
mainly to get that number going up. 
The animated in-game Balance Board 
was happy, my waistline was happy, 
and my dog - always a fan of walks - 
was really happy. The Fit Meter is sold 
separately in stores or on Nintendo's 
website for $19.99 and runs for several 
months on a built-in cell battery. 

For a more intimate look at the 
anatomy of this tiny device, be sure to 
check out Aaron's article back on 
Pages 52 and 53, where he dissects 
the heck out of it. It's like your high 
school science class all over again (but 
with less formaldehyde)! 

While the Fit Meter works very 
nicely with the concept of Wii Fit U, I 
have to admit that the game as a 
whole sometimes feels a little light on 
content. Most of the exercises in this 
version are simply returning straight 
from the previous titles, and while 
several of the new games are well 
done, it would've been nice to see 
more of them. The touted online 
features - the gym communities — 


g Strong 


end up being rather disappointing, 
with very little info shared between 
members and no real way to compete 
or compare weight loss at all. It 
would've been great to actually be 
able to hold some sort of monthly 
competitions with your gym to encour- 
age members to lose weight and/or 
burn calories. Alas, all you get is a 
brief rundown of what exercises your 
gym friends have done lately. 

So with all this walking and exercis- 
ing, how'd things work out for my own 
body with Wii Fit U? My original plan 
was to try out the game over the 
course of three months and note the 
changes. However, a lengthy trip to 
see the in-laws and an unfortunate 
subsequent bout with a cold meant 
that several days had to be missed - a 
fact which that animated Balance 
Board made sure to point out. 

On the positive side, even on days 
where I couldn't hook up the system, I 
could still rack up Fit Credits with the 
Meter (and incidentally, learned that I 
walked about 60 miles across my four 
days in Walt Disney World's parks). I’ve 
always been a pretty wiry guy, so 
while my weight didn't really change, 
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SARAH'S TAKE 


Years ago, | used the original Wii Fit as part of my 
workout and lost 40 pounds. (Yay, me!) | faithfully 
used it every day to Hula Hoop, half-moon and side- 
plank my way to a new and improved Sarah. But 
nowadays, needing to lose only ten pounds requires a 
very different kind of workout. The flexibility in the 
level of intensity is a much needed feature for people 
with long term fitness goals. That personalization 
gives Wii Fit U a distinct advantage over your one- 
size-fits-all aerobics DVD. My main complaint? That 
would have to be my frustration over feeling like so 
much time is wasted on waiting for transitions and 
having to mash the button to keep things moving in 
your routine. We're both going to keep up our 
workouts into the new year in order to stay active! 


my stamina has certainly gone up, and 
my arms and stomach got a bit more 
definition. | no longer get winded from 
brief sprints and generally feel more 
spry, so you could say this working out 
thing is working out (my wife has 
joined me in trying out the title, and 
her impressions can be found in the 
sidebar above). 

Those of you who want to com- 
pletely rework your body image will 
probably still need to spend some 
serious time in a weight room, but if 
you're just looking to get in better 
shape and lose some excess weight, 
Wii Fit U can certainly be the catalyst 
to help you with that goal. As long as 
the player is motivated to put forth 
the effort, results are sure to take 
shape with Wii Fit U. 

Those of you who've waited for the 
physical copy of Wii Fit U can now find 
it in stores. Good luck finding success 
with whatever your personal fitness 
goal happens to be! - MATTHEW 
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EXCELLENCE 
FOR HIRE 


Onett in three dimensions. 


MOST OF THE time, fan art of Nintendo’s charac- 
ters and the worlds they inhabit is created out of 
nothing more than an appreciation for the com- 
pany’s games. Fairly frequently, though, expertly 
skilled artists will pay homage to a Big N property 
and share their work publicly in hopes of attracting 
attention to their particular skills - and perhaps 
getting someone to hire them for their talent. The 
latest masterpiece to be born of this motivation 
comes to us from a 3D modeling specialist named 
Christopher Behr - and, if you ask me, this is a man 
who deserves to be paid. 

Christopher painstakingly re-created the iconic 
starting town of Onett from the SNES classic 
EarthBound, spending over a year getting every 
teeny-tiny element just right. This is immaculate 
art, and it's no wonder that the fan base for the 
game took notice quickly. Look at the detail! 

If you'd like to support Christopher by buying a 
print (or hire him for a 3D modeling project), visit: 
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COMPLETE 


(while adding lot of extras). 


WHILE SUPER SMASH Bros. Brawl enjoyed 
immense popularity, many fans lamented its 
sluggish speed and the removal of key technical 
abilities from the series’ previous installment, 
Melee, thereby making it less suited for tourna- 
ment play. Project M, developed by the Project M 
Back Room, is a Brawl mod that addresses those 
shortcomings and then some - characters have 
been rebalanced and given new moves, and even 
Melee veterans Mewtwo and Roy have been 
restored to the playable roster! 

On December 9, 2013, the team released Project 
M v3.0, its most feature-complete build yet. If you 
have a physical Brawl disc and a spare SD card, you 
can install the mod right now without having to 
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RESTORATION 


Adedicated team of Super Smash Bros. super fans 
has reached a major milestone in their efforts to 


make 20085 Brawl feel more like 20075 Melee 


y } 


hack your Wii! To celebrate this milestone, the 
Nintendo Force was able to speak with two promi- 
nent Back Room members, SMK and Vigilante, who 
were happy to discuss Project M's development. 


NF: When did Project M officially begin? How 
many members are currently on board? 

Project M officially began in January 2010 
after making a few breakthroughs in certain char- 
acters' movesets, such as Falco and Ganondorf. 
This was back when the dev team was less than 10 
members. Currently, there are well over 40 active 
developers and playtesters on the team. 


How is development handled? 

A leader will be in charge of a given 
project, usually a more experienced coder who has 
good working knowledge of the subject at hand. 
When we're talking about a character, for example, 
we like to have someone in charge who's familiar 
with the character's core mechanics. 

Anyone in the Back Room can offer feedback. 
We also use public feedback from tournament data 


DR. MARIO 


The doctor is in once again, and his pre- 
scription is pain! Dr. Mario doesn't get his 
own character slot like Mewtwo and Roy. 
Instead, he is selectable as an alternate 
costume for Mario. Most of his moves are 
identical to those of his original blue collar 
persona, but he regains the powerful 
Megavitamins and electrically charged 
Side-Smash that he had back in Melee. 
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and exhibition booths to substantiate our argu- 
ments. We're all very passionate, so you can 
imagine just how hectic the discussions can get. 
Nevertheless, we're all bound together by the 
thought that we all have the best interests of 
Project M in mind. 


What does Project M offer Smash players who 
feel intimidated by the competitive scene? 

Our biggest hurdle was creating a good competi- 
tive ecosystem. Once we finally reached a point 
where we thought balance was getting more stable, 
we decided to begin working on the noncompetitive 
features we had planned. 

One such aspect is item recalibrations. We 
wanted to create an environment where items 
would keep their chaotic element but also feel 
more fair and fun, because they're an important 
part of the game even if not used in tournaments. 
We also added a brand new item, Turbo, which tem- 
porarily allows the character to cancel a move into 
any other action, allowing for insane combos. 

We can't forget about the new modes. Turbo 
Mode puts every character in a constant "turbo" 
state. We also have Crew Mode, which works sort of 
like a Pokémon battle. You make two teams and 
send a representative of one to face off against a 
representative of the other. The team that has their 
representative defeated must send in another, 
while the winner must continue with the same 
amount of stock he had when the prior match 
ended. 

Alternate costumes will let you choose different 
appearances, such as a Dr. Mario outfit or Star Fox 
64-style versions of Fox, Falco and Wolf. We also 
have classic stages, such as Kirby's Fountain of 
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Dreams, and new stages, including one set on top 
of Dracula’s castle [from the Castlevania series]. 

We believe that the Smash series has the ability 
to be played various ways and that there is no right 
way to be a Smasher. We have many non-competi- 
tive gamers currently enjoying Project M as their 
go-to Smash title, and while there may be a short 
adaptation period for some, it certainly is very 
approachable. 


How much time was spent rebalancing each char- 
acter? Did Brawl newcomers require significantly 
more investment than Melee alumni? 

Melee characters are easier to adapt to the 
Project M engine, but even the most viable charac- 
ters in tournament settings required much more 
than just "porting." Animations had to be remade, 
aesthetics had to be polished and hitboxes had to 
be edited. 

Nevertheless, Brawl characters do generally 
require more effort. Their movesets and physics 
usually clashed with the more offense-oriented 
combat system in Project M and sometimes 
required entire moveset revamps. Some characters 
had a smoother transition while others required 
more creative license. 


Were there any specific Melee elements you 
wanted to change because they were unbal- 
anced? 

Despite how much we place Melee as the 
pinnacle of Smash gameplay, we recognize it has its 
fair share of flaws. An example of this would be Fox 
and Falco's Down-B (Reflector). Their Down-B 
moves, while fully restored to how they work in 
Melee, seemed to have a lot going for them without 
any way for the opponent to counteract. However, 
we noticed those two moves had invincibility during 
the first few frames of activation. In order to make 
it so that players were still comfortable playing 
with them and give a way for characters to do 
something about them, we removed the invincibil- 
ity on those frames. 


How difficult was it to bring Mewtwo and Roy 
back? How do they differ from their Melee selves? 
It was through much trial and error that one of 


MEWTWO 


The psychic master Mewtwo was uncer- 
emoniously booted out of Smash to make 
room for Lucario in Brawl, but now he's 
back to prove that his Shadow Ball can 
smoke Lucario's Aura Sphere any day of the 
week. Mewtwo plays almost identically to 
his Melee incarnation, but now he can 


hover in any direction after a jump and 
even continue attacking after teleporting! 


our primary coders, Dantarion, had made a break- 
through, and with the help of another developer, 
ds22, they were able to put together a Clone Engine 
that allowed us to bring Mewtwo and Roy back. 

While Mewtwo's moveset is largely untouched, 
he has received many buffs that help make him 
both better to play with and competitive with the 
other characters. For example, his Down-B 
(Disable) actually hits characters who are in the air, 
where in Melee it merely sent them into a tumble. 

Roy received more visual changes. To help dif- 
ferentiate him from Marth, we felt his Forward Tilt 
should be a stabbing move like from The Binding 
Blade [a Japan-exclusive GBA release]. 

Differentiation is also seen in his Down Smash, 
Neutral Air and Up Tilt, all of which have significant 
animation differences. All of these changes help 
make him a better character instead of being an 
outright clone like he was in Melee. 


Our boy Roy may have been a mere clone 
of Fire Emblem poster child Marth back in 

Melee, but now he stands beside Marth and 
Ike as his own man. Significant changes 
have been made to his standard abilities, 
and in particular his aerial moveset. His 
Double Edge Dance has likewise become 

more formidable - his final strike can even 

be directed behind him! 
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Are there any major additions you’d like to make 
before you can say the game is "finished"? 

I'm afraid we can’t reveal these major additions 
at the moment, but while this does feel like a 
complete game and certainly meets the expecta- 
tions of many in our dedicated fanbase, we would 
like to push a little harder so that we can surpass 
those expectations. You can expect several of our 
current features to be enhanced, as well as new 
features added. 


What's the likelihood of adding a completely new 
character in a future update? 

Mewtwo took over 700 hours to animate and 
build his moveset from the ground up. Making a 
new character, without references to anything, 
would likely take just as long if not longer. We'd cer- 
tainly like to make a new character, but we haven't 
made any concrete decision, so we're unable to talk 
about any more additions to the roster right now. 


Do you believe Project M has the potential to 
become a regular staple at tournaments? 

| believe it's already begun. We've seen Project 
M spreading to various major Smash events and 
becoming a continuous returning event. Fans have 
begun to organize tournaments without our 
guidance, and they're doing an amazing job spread- 
ing the word around. We have high hopes that the 
closer we get to the end of our development cycle, 
the more we'll be seeing Project M at major events. 


Our thanks to SMK and Vigilante for taking the time 
to answer our questions and allowing us to feature 
their hard work here in our pages. With new Super 
Smash Bros. titles heading to Wii U and 3DS and 
work continuing on Project M too, it's a great time 
to be a Smash fan! - TONY 
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GROWING UP IN the '90s, most of us knew 
someone like my brother. The quintessential 
"Nintendo Kid." The kid who knew where every 
heart container was in The Legend of Zelda, the kid 
who beat Simon's Quest without a guide, the kid 
who had seen the final boss of Ninja Gaiden. My 
brother's encyclopedic knowledge of all things 
Nintendo solidified him as a gaming icon among my 
friends and |. 

When | was sitting in front of the television, face 
twisted in frustration, | knew that І could always go 
find Aaron - and he would sit down and power 
through whatever level or boss was giving me 
trouble. His mastery of games always reminded me 
of Jimmy from The Wizard, which is probably why I 
continue to adore that movie to this very day 
(despite the fact that it's just a glorified Nintendo 
commercial). But, the connections between Jimmy 
and my brother run a little deeper than just being 
good at video games. As anyone who saw the movie 
knows, Jimmy was fighting an emotional battle, and 
my brother was no different. 

When Aaron was young he was diagnosed with 
low-grade autism. 
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He was part of the surge of kids from that era of 
the late "805 and early "905 that were being given 
diagnoses of ADD, ADHD, autism and various other 
disorders. Life was never simple in our house, and 
the diagnosis didn't come as easy as it might have 
today. Autism largely affects one's social ability, 
causing people to have difficulty in even basic 
social situations. Aaron was certainly no exception. 

For him, being the Nintendo Kid wasn't just 
something he fell into because he read too much 
Nintendo Power (although he certainly did), it was 
a Way to contextualize the world around him. 
Having the ability to point out which bush to burn 
on the overworld of The Legend of Zelda gave him 
something normal he could use to relate to other 
kids. It was a tool that he could utilize in conversa- 
tion that helped him assimilate into a society that 
seemed strange and backwards to him. 

Our school system was behind the times, and, to 
put it succinctly, they didn't quite know what to do 
with Aaron. This led to him being ostracized from 
his classmates just because he was a little bit dif- 
ferent, or having to go to a different classroom 
sometimes. It would grow to become more of an 


BUILDING A BETTER NINTENDO KID 


Justin Baker, our first “Join the Force” selected writer, offers 
us a tale of both gaming and the bonds of brotherhood. 


issue in his middle school years, and came to a 
rather violent head as our mother made the 
decision to move him out of public school. We all 
know how cruel kids can be, and our neck of the 
woods was perfectly in line with that stereotype. 

Being different didn't mean he wasn't brilliant 
though. He excelled at his schoolwork (a trend he 
kept up all the way through college - something 
doctors said he would never be able to do), and it 
certainly shined through when he played video 
games. They were a space that was all his own, 
with no one to point out how he's different or how 
he struggles with some things. They were a way for 
him to be in control, a system that he understood. 
When the world was cruel and, at least to him, 
unreasonable, they were something to hold on to. 

They also brought us together, and I still spend 
several nights a month talking about Nintendo with 
him. The Zelda franchise was his favorite while we 
were growing up, and | can still remember 
spending many nights watching him play through 
each game. I’ve always gravitated more towards 
the Metroid series myself, but Zelda will always 
hold a special place in my heart because of the 
hours I sat next to my brother on the floor, 
watching him save Hyrule. 
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| can still remember being really little and 
crawling around on the floor referencing a giant 
overworld map for the original Legend of Zelda on 
the NES. We had some issues getting it printed, 
and, for whatever reason, our printer spit out one 
page per screen. In other words, it was massive. 
With his bedroom floor covered in printer paper 
and scribbled notes, | would scoot around and try 
to keep up with where he needed to go next. 

Of course, | also spent countless hours with my 
eyes glued to his tiny tube television – watching 
him play through countless other games in the 
Zelda franchise, especially A Link to the Past. 

We both held a passion for video games, and 
Nintendo games in particular. He had his own 
issues with socializing, and getting along with your 
younger brother isn't always easy. I'll admit that I 
might have been quite the antagonist – sneaking 
into his room to play his Nintendo when he wasn't 
home, "borrowing" his action figures, digging 
through his stuff - but when we were playing 
Nintendo, that all fell by the wayside. We were able 
to connect with each other, to understand each 
other. 

Now we're both in our twenties. Life still isn't 
simple or easy, and we both have our own struggles 
to deal with on a daily basis, but we've both, more 
or less, made the successful transition into adult- 
hood. Aaron's future is promising, much more 
promising than the doctors would have had us 
believe it ever could have been. We both still 
connect through gaming, and I still see him ratio- 
nalizing the world and putting things into context 


through the lens of Nintendo games. Gaming is a 
big, multi-billion dollar industry now, and it's 
served as a way for him to understand business, 
foreign culture, social issues, and, most impor- 
tantly, the people around him. 

Like any form of media, games have had their 
detractors - the people who stand on the sidelines, 
shaking their heads and insisting that we're wasting 
our time. Like pop music, comic books, movies and 
novels, gaming is still going through the process of 
legitimization. I’m no expert on how video games 
help or hinder young, developing minds, but | can 
Say this: they've helped my brother overcome a dis- 
ability that may have otherwise crippled him 
socially, and that's no small task. We develop our 
personal identities from the world around us, but 
for those struggling with autism, finding that 
identity is a very difficult task. Sometimes grabbing 
on to what you know and love can ease that transi- 
tion, and, in Aaron's case, help you contextualize 
the world in a way that makes sense where it didn't 
before. 

Anyone growing up in the '80s and '90s remem- 
bers that Nintendo used to be synonymous with 
video games. To this day many parents of my gen- 
eration still call every video game system, be it a 
smartphone, PlayStation or Ouya, a "Nintendo." 
The culture that grew around the company and its 
games gave Aaron something that he could become 
a part of, something he could be knowledgeable 
about, and something he could make connections 
with others about. We both know that Nintendo is 
just a company, built to make money and sell 


products, but the world that we've all created 
around them has become something so much 
bigger. Nintendo was our Woodstock, our culture, 
and, in my brother's case, something more. I'm 
grateful to that culture for giving me a window into 
his soul, and making his hard days at school just a 
little bit easier. 

To me, he'll always be the original Nintendo Kid. 
- JUSTIN 


JOIN THE 


FORCE 


WILL YOU BE NEXT? 


This article was written by Justin Baker, who responded to an 
opportunity we offered back in Issue #4 for aspiring writers who 
wanted to see their work in print to send us samples of their writing 
and their best article pitches. If you think you have what it takes to 
"Join the Force" as a writer as well (or artist), use the "Get in 
Touch!" box on our newly redesigned website to let us know about 
yourself! We'll continue working with new creators for future issues 
- Justin here was just the first of, we hope, many guest stars who'll 
be published in our pages. (If you've already submitted an entry in 
response to Issue #4’s call to action, keep your eyes on your inbox! 
You might just see NF Magazine giving you a shout soon.) 
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NEXT ISSUE 


Winter will come to a swift end when Donkey, Diddy, 
Dixie and Cranky Kong swing into action to oust the 
invading Snomads from the frozen-over DK Island in 
the first big Wii U exclusive of 2014, Donkey Kong 
Country: Tropical Freeze - and Issue #8 will include 
our full review. If you're currently a subscriber, 
remember to renew your subscription for Year 2. 
Otherwise you'll miss out on Issue #8 and beyond! 


(Flip back to Pages 2 and 3 for the details!) б 
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YOUR HARD WORK 
IS RECOGNIZED 
AND APPRECIATED 


Somebody out there needs to hear that. | had the chance to say it just recently - | was on the 
phone with the Yacht Club Games team, working on our Shovel Knight interview feature for 
this article. We'd all spent the better part of an hour chatting about the game, with me learning 
fun new details like the fact that there are roaming monsters on the world map like the 
Hammer Bros. from Super Mario Bros. 3 (that's a bonus one for you, since it didn't make it into 
the feature earlier). At the end of all the game talk, though, I really just wanted to ask how they 
were all holding up. 


It's a wonderful feeling to run a crowdfunding campaign that concludes so successfully (a 
feeling | hope we here on the NF team get to experience soon too), but in the wake of a 
Kickstarter victory comes an immediate sense of expectation and anticipation from all the 
backers who supported your vision with their good faith and financial contributions. The Yacht 
Club team - having ended their Shovel Knight campaign with a grand total of over four times 
its initial goal being raised - must certainly have been feeling the pressure to deliver on their 
promises, and even more keenly so now that the game's so near its release date. 


So I asked them how they were doing. How they were handling that pressure. And, surpris- 
ingly to me, they admitted that they were nervous. That they weren't quite sure how successful 
Shovel Knight was really going to be when put on sale for the public. They were sweating. 
Probably still are. 


| was a bit taken aback. Here's a team who, less than a year ago, saw just the idea of their 
game generate over $300,000 worth of support from the gaming community. How could they 
not know now, with the finished game about to become available, that so many more fans are 
itching to jump into the world of the Blue Burrower? 


| think it's just an aspect of our humanity - there's that part of us that needs reassurance, 
that needs recognition, that needs someone else to look at us and tell us that, yes, we are good 
enough. Every person on the planet needs that. So how much more so do video game develop- 
ers, who often pour years of their lives into a single project? How can there not be a sense of 
palpable nervousness, as they finally approach that point just before their game's release? Will 
it be accepted? Will it be bought? Will it be slammed with negative review scores and buried? 


Yes, | was a bit taken aback - at first. But | understand now. The nervousness is natural. It's 
part of being an artist who produces work for public consumption. It's part of being human. 


But just in case you all need to hear it again, Yacht Club, your hard work is recognized and 
appreciated. Shovel Knight wouldn't need to sell a single copy for that 
to still remain the truth – but | know it will sell many, many more Рану е. 
than that. And for anyone else out there who needs to hear 22), 2 Ару 
it too? Take those same words апа own them, from me. n 
You are recognized. You are good enough. А 
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